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Smugglers Run 
combines 
racing with 
knowledge of 
terrain to test 
your arcade 
skills and 

your sense of 
direction. 

The variety of 
missions keeps 
you on your toes, as do the relentless policemen and 
CIA agents. Rival gangs sometimes challenge you to 
a race or try to pick up more contraband than your 
gang, the Forgotten. Through all of the missions, 
you must focus on the flares that mark pickup and 
drop-off locations. Follow those arrows along the 
shortest, least dangerous path to outrun and outwit 
rival gang members and border patrol guards. The 
terrain accommodates all kinds of play styles as long 
as you mostly keep all four wheels on the ground. 
Now go out and collect some contraband! 


How то Use THIS 
Boon 


Although there are different kinds of Turf War 
games to play and some roaming to do in Joyridin’, 
you spend most of your time in Smuggler's Mission, 
a series of minor missions that comprises the story 
behind Smugglers Run. The bulk of this book 
addresses the best strategies for the game’s cam- 
paign, in which you retrieve contraband to benefit 
the Forgotten, and outwit other gangs and various 
law enforcement agencies. In some missions, the 
best approach is not a straight line, but perhaps a 
shortcut over a hill in the opposite direction. 
Shortcuts are just as important to mission 
success as quick recovery from crashes. To 


succeed, follow the mission strategies exactly and 
look at the screenshots to get an idea of the actions 
you must take. 

Examine the next three sections before you settle 
into the missions. Your Fleet provides the lowdown 
on the vehicles’ performance and suitability for mis- 
sions. Smuggler Driving School offers valuable tips 
to improve your driving skills so you can out- 
maneuver gangs and other opponents. Joyridin’ uses 
images from the game’s three environments to 
demonstrate secret areas, terrain features and excit- 
ing scenery. Glance over the images to get familiar 
with the environments, then spend some time 
exploring each area in any vehicle to get a feel for 
the change in your ride on terrain elements like hills 
and ice. Don’t wait until the clock is ticking on a 
mission to take a run up the massive mountain. Try 
it out in Joyridin' mode first. 

No matter how you approach the missions, 
understand that practice is the great equalizer. You 
only develop good techniques after hours of play. 
The first time the cops home in on your location, 
they may swarm over you in a matter of seconds and 
force a crash. After some experience with Smugglers 
Run, those same cops might not even be visible in 
your rear-view mirror. Try a mission a few times on 
your own before you consult the Smuggler's Mission 
strategies. You may discover a new route through a 
patch of bushes that's faster than hopping over a 
small hill. Experimentation and practice will help 
you raise your contraband's final value and beat 
other scores. 


y (lut ЕЕТ 


Smugglers Run has six vehicle types that you can 
drive in Smuggler’s Mission, Joyridin’, and Turf War 
modes. Not all types are available at the start of the 
Smuggler's Mission campaign. You begin with the 
Buggy and S.U.V. and unlock the Rally Car and 
Trophy Truck during the desert missions. Finally, 
you unlock the Military Vehicle and Massive Truck 
in the wintry missions. One vehicle of each pair is 
built for speed while the other handles damage bet- 
ter. The speedy vehicles are the Buggy, Rally Car, 
and Military Vehicle, while the brute-force brawlers 
are the S.U.V., Trophy Truck, and Massive Truck. If 
you have trouble in a particular mission, try switch- 
ing to another vehicle. In many missions, one vehi- 
cle type or a specific vehicle outshines the others. 
Experimentation reveals which one to use, as does a 
peck at mission strategies later in this book. 


Buccy 


The Buggy is an 
all-around great 
vehicle. Its 
only weak- 
ness is how it 
suffers crashes. 
Also, you can stall the engine 
if you hit a wall at a high 
enough speed. Use the Buggy in 

just about all of the forest missions. Its excellent 
acceleration and handling keep you ahead of cops 
and rival gangs, but stay away from trees. 


S.L. Ww. 
The S.U.V. is 
your backup for 
the early missions 
if crashes are a 
concern. The vehicle bounces 
off walls and lands on four 
wheels with almost no loss of speed. Other drivers 
beat the S.U.V. on a road or other flat surface, but 
they fall behind when you take the S.U.V. over 
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bumpy surfaces. Treat the S.U.V. as you would its 
namesake—as a powerful off-road vehicle that can 
take damage and still reach its destination in time. 


RALLY CAR 
The Rally Car is the 
desert equivalent of the 
Buggy, but a bit slower 
and smaller. In the 
desert, speed alone rarely 
decides a mission. Often, how a 
vehicle handles sand dunes and oases is 
more important than high speed. The Rally 

Car flies through sandy locations with ease, staying 
just ahead of the competition. Just dont crash into 
those dunes or fences. 


TROPHY TRUCK 


The Trophy Truck is the vehicle of choice for most 
desert missions. Its combination of speed and han- 
dling makes trips across the desert faster and safer 

than in even the Rally Car. Its acceleration is nearly 
the best of the vehicles, making it perfect for crash 

recovery. In fact, the Trophy Truck has solid ratings 
in all four categories—speed, handling, acceleration; 
and strength. Only the next two vehicles can beat it. 


PLAYER — Trophy Truck. P 


Blasting with high speed and good handling. Rear differ» 
ential axle V-9 with lots of suspension travel The 
race-proven technology may stick to your toothless grin. 
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PÅILITARY WEHICLE 
The Military Vehicle is the fastest in 


Smugglers Run. Its probably the 
best vehicle for most wintry mis- 
sions, depending on placement of 
the flares. The Military Vehicle 
combines strength and acceleration 
to help it recover wonderfully from 
crashes. Mediocre handling causes swerving on 
frozen surfaces, but the Military Vehicle works just 
fine in snow. Keep it off the ice, however. 


P4ASSIWE J RUCK 


The Massive Truck has the worst speed and 
handling of the Smugglers Run vehicles. It's not a 
great choice for a race or other mission 
that involves rival gangs, but its 
superior acceleration and strength 
ensure that the Massive Truck han- 
dles crashes perfectly. Missions that 
require trips across snowy hills 
scream for this vehicle. The game’s 
final mission, requiring the speedy 
ascent of a snow-covered mountain, is 
the best test of the Massive Truck. 


SMUGGLE 


OAAS SENIO 


Smugglers Run has enough variety in missions and terrain that players develop their own techniques for 
driving the game’s vehicles. Only hours of practice reveal the best techniques for you. Flare placement and 
terrain features may inspire mission-specific tricks. The following tips will help you in most missions. Try 
them in a “road test” before going for your rating in actual missions. If you can casually perform the 
following moves in the thick of a mission, there’s no doubt you will collect plenty of contraband. 


IGNORE ALL TRAFFIC LAWS! 
SMUGGLER'S RUN MISSIONS 
DEMAND THE MOST DIRECT ROUTE 
TO CHECKPOINTS AND FLARES. 
FORGET ABOUT THE DOUBLE YELLOW 
LINES AND RIGHTS OF WAY. 


JUST ONE POLICE VEHICLE ON YOUR 
TAIL? SLAM ON YOUR BRAKES. AS 
IT PASSES, RAM THE COP CAR TO 
SPIN IT AROUND AND DISORIENT IT 
LONG ENOUGH FOR YOUR GETAWAY. 


ADJUST THE PITCH OF YOUR VEHICLE 
IN MIDAIR TO LAND SQUARELY ON ALL 
FOUR WHEELS AND MAINTAIN SPEED. 
THE AMOUNT OF ADJUSTMENT 
DEPENDS ON YOUR SPEED AND ANGLE 
WHEN YOU LEAVE A SURFACE. 
THERE'S ALWAYS ENOUGH TIME TO 
FLATTEN OUT BEFORE YOU LAND. 


CHECK BEHIND YOU FOR VEHICLES 
CLOSING IN. A QUICK LOOK BEHIND 
YOU, USING THE BUILT-IN REAR-VIEW 
MIRROR, LETS YOU ADJUST YOUR 
POSITION OR HIT THE ASPHALT AND 
SCREAM AWAY FROM A PURSUER. ÎN 
THIS SHOT, A COP CAR (LIGHT ARROW) 
TAILS THE TROPHY TRUCK (DARK 
ARROW), ACCORDING TO THE RADAR 
IN THE LOWER-RIGHT CORNER. А 
QUICK MOVE TO THE LEFT OR RIGHT 
THROWS OFF THE COPS, BUT IT TAKES 
A PEEK BACKWARD TO KNOW HOW TO 
HANDLE THE SITUATION. 


MOVE ASIDE OR JUMP SMALL HILLS 


SO PURSUING POLICE VEHICLES RAM 
INTO EACH OTHER. YOU ESCAPE IN 
THE FEW SECONDS IT TAKES THEM 
TO RECOVER. 


WATERFALLS TURN TO SOLID ICE IN 
WINTRY MISSIONS. IN FOREST MIS- 
SIONS, DRIVE BEHIND THE WATERFALLS 
TO DISCOVER SECRET PASSAGES. 


DL 
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SLOW DOWN BEFORE SMALL HILLS IF 
A COP'S ON YOUR TAIL. YOU GO 
OVER THE HILL SMOOTHLY, BUT THE 
COP FLIES PAST. BUMP HIM OR 
MOVE AWAY FROM HIM AND SAVE A 


FEW SECONDS. 


FLARES ARE VERY OBLIGING TAR- 
GETS. YOU CAN HIT ONE IN MIDAIR 
OR JUST CATCH ITS EDGE, AS WELL 
AS DRIVE BETWEEN PAIRS OF THEM. 
ІМ RACE MISSIONS, IT'S MORE 
IMPORTANT TO HIT CHECKPOINTS 
THAN TO WORRY ABOUT EXACTLY 
WHERE YOU GO THROUGH THE TAR- 
GETS. SOME FLARES ARE ON THE 
LOW SIDES OF HILLS. YOU CAN 
TRIGGER THEM IF YOU JUMP THE 
HILL AT A LOW ENOUGH ANGLE. 
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THE віс TRUCKS (S.U.V., TRoPHY 
TRUCK, AND Massive TRUCK) FLIP 
MORE EASILY IN MIDAIR THAN THE 
SMALLER VEHICLES, BUT THEY ALSO 
LAND MORE SOLIDLY. FLIP ONE OF 
THE FAST, SMALL VEHICLES JUMPING 
OFF A HILL OR LEDGE, AND YOU 
HAVE A HARD TIME RECOVERING 
FROM THE SPINS. THE TRUCKS' 
WEIGHT GIVES THEM AN ADVANTAGE 
IN ACROBATIC MANEUVERS. 


EuBANKS MOUNTAIN IS A TRICKY 
OBSTACLE. BEAR TO THE RIGHT IN AN 
EVER-TIGHTENING CIRCLE AS YOU 
ASCEND. DON'T GO TOO FAST OR 
YOU FLY OFF THE EDGE. KEEP A SURE 
AND STEADY HAND. OVERCOMPEN- 
SATING FOR TURNS SENDS YOU TO 
THE BOTTOM OF THE MOUNTAIN AND 
STALLS YOUR VEHICLE. 


SNAGGING CON- 
TRABAND FROM 
OTHER DRIVERS— 
WHETHER YOUR 
OWN TEAM MEM- 
BERS OR A RIVAL 
GANG'S THUGS— 
IS AS EASY AS 
BUMPING THE 
OTHER PERSON'S 
VEHICLE. À LIGHT 
TAP WON'T 
WORK. Å SOLID 
BUMP BOTH 


LAY OFF THE GAS A LITTLE WHEN 
YOU LAND AFTER A JUMP. IF YOU 
SLOW DOWN AND ADJUST THE VEHI- 
CLE'S PITCH, YOU HIT THE GROUND 
WITHOUT CRASHING AND CAN SPEED 
AWAY AS EASILY AS IF YOU HAD 
DRIVEN ACROSS FLAT GROUND. 


TUNNELS MAKE THE BEST SHORTCUTS. 
SOME SAVE TRIPS ACROSS BUMPY 
HILLS WHILE OTHERS SERVE AS THE 
ONLY ROUTES TO WELL-HIDDEN COR- ` 
NERS OF THE МАР. IN JOYRIDIN’ MODE, 
DRIVE THROUGH ALL OF THE TUNNELS 
TO DISCOVER WHERE THEY LEAD. 


ICE DRIVING IS AS 
TRICKY IN 
АД SMUGGLER'S RUN 
Й AS IT IS IN THE REAL 
Å | WORLD. THE 
| IiitiraRy VEHICLE 
SLIPS AND SLIDES 
ON ICY RIVERS AND 
LAKES, BUT IT 
HOLDS ITS OWN AS 
LONG AS YOU DON'T 
/) GET BUMPED. THE 
Ex IVIASSIVE TRUCK 
HANDLES ICE MUCH 


STEALS THE CON- 
TRABAND AND 
BOUNCES YOU AWAY FROM THE VEHICLE. PRACTICE 
THIS TECHNIQUE IN THE TURF WAR GAMES BEFORE 
YOU USE IT IN THE SMUGGLER’S MISSION CAMPAIGN. 


BETTER BECAUSE OF ITS WEIGHT AND STRENGTH. EXPERIENCE 
MAKES THE DIFFERENCE BETWEEN A DRIVER WHO CAN COM- 
PENSATE FOR A SLIDE AND ONE WHO SHOULD PARK THE VEHI- 
CLE. TRY OUT THE FROZEN RIVERS AND LAKES IN JOYRIDIN’ 
MODE TO IMPROVE YOUR PERFORMANCE. 


The Joyridin’ mode in Smugglers Run is an invaluable way to learn the terrain in the game's three environ- 
ments. From the heights of Eubanks Mountain to the depths of desert canyons, Smugglers Run has many 
unusual, natural, and manmade features. Spend some time exploring without the pressure of a clock or cops; 
you can drive to any location in sight. Natural features such as mountains and canyons form the actual 
boundaries, but you can drive over or under almost everything between. These images, from Joyridin' mode 
and some game missions, introduce some of the more interesting aspects of the environments. Experiment 
before you play the first mission. You can use terrain features as you would use shortcuts to finish missions 
ahead of your opponents and the cops. 


i SMUGGLER'S MISSION 


i TURF WAR TEAM 4 The Forgotten > 
@ å JoYRIDIN' PLAYER” Buggy 


OPTIONS Pick a car, 
pick a level, 
and then buckle 
up for 3 go 
anywhere thrill 


ride. The Forgotten - Highly successful, ex-military operation. "s. paramilitar y organization, with 


Currently wanted by a host of U$ authorities, including ibilities, but dominated by cult of 
the Bordet Patrol, the FBI, and the CIA. 


Tuis BUGGY DISPLAYS THE i THe А205 USE BLACK AS 


SELECT THIS MENU CHOICE TO 
ENTER THE FREE-ROAMING MODE OF COLOR SCHEME OF THE THEIR PRIVARY VEHICLE 
SMUGGLER'S RUN. TAE FORGOTTEN, YOUR GANG IN COLOR. 


SMUGGLER'S RUN. THEIR 
COLOR IS RED. 


TEAM 4 O'Grady’s 
PLAYER Buggy 


TEAM Aseracartel > 
PLAYER Buggy 


O'Grady's » 6th generation Irish-American bootleggers. 
Have been working the US Canadian border for years. 
Don't take kindly to anyone working "their" territory. 


Sierra Cartel < Extremely dangerous Mexican smuggling The Quebecois » French-Canadian "freedom fighters." 
ionx. Ruthless, AND paychotic, they will attach who dislike all things English They ime amuggling 
anyone without he: Ç operations to finance their political goals. 


хә 59313979 
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Rag THe O'GRADYS WEAR THE SIERRA CARTEL'S QUEBECOIS VEHICLES— 
GREEN WITH IRISH PRIDE. BLUE VEHICLES STAND OUT YELLOW CHASSIS WITH 
SS AGAINST THE DESERT & А BURNING MAPLE 
SAND AND SEND A VISUAL LEAF—SYMBOLIZE 
WARNING TO ANY NEARBY REVOLUTION. 
RIVALS. 
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TEAM Border Patrol > 
PLAYER Buggy Д PLAYER Buggy 


Border Patrol - America's last and best defense in the CIA - The "Shadow Warriors" in the fight to bring enemies 
fight to halt the flow of illicit contraband into the of the State to justice. Use of high-tech surveillance tools 
United States. Attack with dogged determination. make them a very real threat to smugglers. 


SS 


== 
YOU DON'T WANT TO SEE U.S. THE CIA SNEAKS AROUND IN 
BORDER PATROL VEHICLES UP CLOSE. BLACK VEHICLES—FAR MORE DAN- 
IF THESE WHITE CARS ARE ON YOUR GEROUS THAN THE SIMILARLY COL- 
TAIL, NOT EVEN A RUN ACROSS THE ORED A20 GANG. 


BORDER CAN SAVE YOU. 


TRANSMISSION 


4 AUTOMATIC › 


The Forgotten - Highly successful, ex-military operation 
Currently wanted by å host of U$ authorities, including 
the Border Patrol, the FBI, and the CIA. 


IT'S EASIER TO USE THE AUTOMATIC 
TRANSMISSION, BUT EXPERIMENT 
WITH THE MANUAL TRANSMISSION IN 
JovRiDiN'. MAKE A CHOICE BEFORE 
YOU ENTER AN ENVIRONMENT. 


see 


FOREST DESERT SNOW 


Take your favorite vehicle across the 
109094 tree and rock strewn mountain 
terrain of the U3 Canadian border. 


CHOOSE THE FOREST AREA TO THE LOAD SCREEN PROVIDES AN 
EXPLORE THE GREEN MOUNTAINS AERIAL VIEW OF THE FOREST AREA. 
NEAR THE U.S.-CANADIAN BORDER. 


TEAM army 
PLAYER Buggy 


Army - When all else fails callin the troops. Their 
mission ix to succeed at all costs, in this war to 
protect U.S. territory and interests. 


THE U.S. ARMY BULLIES GANGS IN 
ITS TRADITIONAL OLIVE DRAB VEHI- 
CLES. THEY STEP IN WHEN OTHER 
BRANCHES OF LAW ENFORCEMENT 
FACE DANGER. 


THIS SMALL TOWN IS ONE OF THE 
FEW OUTPOSTS OF CIVILIZATION IN 
THE MOUNTAINOUS REGION. 


EUBANKS MOUNTAIN RISES IN THI 
DISTANCE. YOU CAN FOLLOW A 
ROAD TO THE MOUNTAIN'S TOP. 


THIS TRAIN MAKES DAILY TRIPS ON 
THE TRACKS THAT CRISSCROSS 
MOST OF THE FOREST. 


pau: 


^ МЕЙІ HIGH SCORE ( 
МЕР! 


You CAN'T DRIVE UP THE SIDES OF 
STEEP RIDGES LIKE THIS ONE. YOU 
MUST FIND YOUR WAY AROUND THEM 
OR ON TOP OF THEM FROM THE 
OTHER SIDE. 


= Зара HIM 
sell $10,000 
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SMALL TREES LINE ONE OF THE 
MANY RIVERS IN THE FOREST 
REGION. 


THIS TUNNEL, A GREAT SHORTCUT, 
CUTS STRAIGHT THROUGH SOLID ROCK 
AT THE BASE OF EUBANKS MOUNTAIN. 


IT'S TOUGH TO DRIVE BETWEEN 

TREES AT HIGH SPEEDS, BUT IT'S A 
SNEAKY WAY TO FORCE OPPONENTS 
TO CRASH. PRACTICE IN JOYRIDIN”. 


THE FOREST 
REGION HAS 
MANY SMALL 
HiLLS. DRIVE 
FAST OFF THE 
TOP TO GAIN 
DISTANCE, OR 
SLOWLY TO 
AVOID A CRASH 
LANDING. 


TIME RUNNING.OUT. 
EE WQ: лы 


SOMEONE BUILT A SMALL GRAVE- 
YARD IN THE FOREST. 


In SOME MISSIONS, YOU'LL SEE 
TARGET FLARES NEAR ROADS AND 
IN THE MIDDLE OF FIELDS. YOU 
CAN DRIVE ACROSS ALL SURFACES. 


(72 CONTRABAND DEUVERED / 


K: MPH. 


OPEN FIELDS ARE GREAT PLACES TO 
PICK UP SPEED. YOU DON'T MOVE 
AS FAST AS ON ROADS, BUT THERE 
ARE RELATIVELY FEW OBSTRUCTIONS. 


ALTHOUGH YOU 
CAN DRIVE 
THROUGH WATER, 
IT'S BETTER TO USE 
BRIDGES. IN THIS 
SITUATION, CLEAR 
THE WATER WITH A 
GOOD JUMP FROM 
THE RIVERBANK. 


2522 
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RAILROAD TRACKS MAKE GOOD YOU CAN DRIVE THROUGH WATER, 


SUBSTITUTES FOR ROADS. ÍF HIT BY BUT IT SLOWS YOUR VEHICLE CON- THE BUGGY CAN STOP A VEHICLE IN 
A TRAIN, YOUR VEHICLE WILL LIKELY SIDERABLY. USE A BRIDGE OR WAIT ITS TRACKS. EVEN THE LITTLE ONES 
STALL. MOVE JUST OUT OF THE UNTIL THE WATER FREEZES. GET IN YOUR WAY AND CAN TRAP 
TRAIN'S PATH TO MAINTAIN SPEED. YOU IF COPS ARE ON YOUR TAIL. 


HERE'S AN EXAMPLE OF A BRIDGE THIS IS THE PERFECT SITUATION FOR А STEEP HILL LIKE THIS SLOWS 


THAT BEATS DRIVING THROUGH CROSSING WATER WITHOUT USING A YOUR VEHICLE. REACH HIGH SPEED 
WATER; IT SPANS A WIDE RIVER BRIDGE. THE RIVER'S NOT TOO WIDE— BEFORE YOU HEAD UP, OR YOU 

AND CONNECTS DIRECTLY TO THE WITH A GOOD JUMP OFF THE BANK, MIGHT SLIDE DOWN INTO THE HANDS 
FOREST'S ROADS. YOU'LL NEVER EVEN TOUCH WATER. OF COPS. 


DE 


ÅLTHOUGH THESE CABINS HAVE Å ROAD LIKE THIS IS THE BEST WAY WHEN YOU TEAM UP WITH OTHER 


SLANTED ROOFS, DON'T TRY TO USE AROUND THE MOUNTAIN ON THE MEMBERS OF YOUR GANG, LEAVE 
THEM AS RAMPS. YOU CRASH AS RIGHT. CHECK THE MAP FOR SIMILAR THEM ENOUGH ROOM TO MANEUVER. 
SOON AS YOU HIT THE CABIN'S SIDE. SHORTCUTS. IF THEY GET STUCK NEAR TREES OR 


OTHER STRUCTURES, THEY CAN'T 
HELP YOU FINISH A MISSION. 


PRIMAGAMES.COM 


IMCA' S-OFFICIAL STRATEGY GUID 


SNEAK BETWEEN HOUSES LIKE THE LEAD COPS INTO TREES FOR QUICK THIS IMAGE SHOWS A DANGEROUS 
ONES ON THE LEFT TO ELUDE COPS ESCAPES. IN THIS SITUATION, YOU LANDING. ADJUST THE PITCH OF 

OR RIVAL GANGS, BUT THERE'S ONLY CAN DASH PAST THE RIGHT-HAND THE BUGGY SO YOU LAND EITHER 
ENOUGH ROOM FOR ONE VEHICLE. COP ON THE FLAT SURFACE WHILE HE BETWEEN THE ROCKS OR FAR TO THE 


RECOVERS FROM BUMPING THE TREE. LEFT OF THEM. 


== == = = EE — = = 
POLICE VEHICLES SOMETIMES BLOCK SPEED ALONG THIS DIRT ROAD THiS TUNNEL PROVIDES A SHORTCUT 
THE ROAD TO HALT A HIGH-SPEED RATHER THAN DRIVE OVER THE HILLS THROUGH SOME HILLS AND TREES— 
CHASE. EVASIVE ACTION IS NOW AND MOUNTAINS THROUGH WHICH IT NOT AS ESSENTIAL A SHORTCUT AS 
REQUIRED. IF YOU CRASH INTO THE PASSES. COPS CAN CLOSE IN ON THE TUNNEL THROUGH EUBANKS 
POLICE CARS, YOUR ENGINE YOU, BUT YOUR SPEED ON THE FLAT MOUNTAIN. 


WILL STALL. SURFACE MORE THAN COMPENSATES. 


DESERT 


—— 


JOYRIDIN' 


FOREST DESERT SNOW 


Take your favorite vehicle across the 
sun blasted deserts of the US Mexican 
border. 


THIS TUNNEL IS CRUCIAL. YOU CAN'T 
DRIVE OVER THE MOUNTAIN TO THE 
RIGHT OF THE ENTRANCE. 


2 

— —" Сй — - = zz 
CHOOSE THE DESERT REGION TO THE LOAD SCREEN PROVIDES AN = 
EXPLORE THE AREA NEAR THE AERIAL VIEW. GEOGRAPHIC FEA- 5 
U.S.-MEXICAN BORDER. TURES AREN'T AS PROMINENT IN z 
AN AREA OF MOSTLY SAND AND m 

ROCK, BUT NOTE THE RIDGES 9 Š 

THAT SEGMENT THE DESERT FLOOR. 5 


SMUGGLER'S RUN 


THIS AIRPORT PLAYS A PIVOTAL ROLE THIS VALLEY CONTAINS A COUPLE YOU DRIVE THROUGH THIS TINY ViL- 


IN MANY MISSIONS AS A SITE FOR OF HOUSES, BUT IT MAINLY SERVES LAGE IN YOUR TRAVELS. IT'S AMAZ- 
BOTH PICKING UP AND DROPPING OFF AS A SHORTCUT BETWEEN THE ING THAT THEY STRUNG TELEPHONE 
CONTRABAND. INCREDIBLY TALL ROCK FORMATIONS. AND ELECTRICITY LINES THIS FAR 


INTO THE DESERT! 


Å HUGE GATE MARKS THE THIS OASIS IS ONE OF THE FEW THIS PEAK MAKES A GOOD LAND- 


ENTRANCE TO THIS TOWN; VIL- PLACES WITH POOLED WATER. MARK, BUT FORGET ABOUT DRIVING 
LAGERS USE IT TO KEEP OUT UNDE- PURSUERS SLIP IN THE MUD. OVER IT OR EVEN UP ITS SIDE. 
SIRABLES. NEARBY PIPES PREVENT 

ENTRY BY AIR. 


THIS VIEW IS TYPICAL OF THE THE FEW BORDER OUTPOSTS GET THE TOWN BEHIND THE STEEL GATE 


DESERT—A FLAT SURFACE WITH LITTLE USE BECAUSE THERE ARE SO MAKES A POOR PICTURE POSTCARD. 
ROCKS AND MOUNTAINS ON MANY OTHER WAYS ACROSS. THAT'S WHY MOST OF YOUR STAYS 
EITHER SIDE. ARE SHORT. 
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SOME RIDGES AND DUNES PROVIDE 
NICE NICHES TO STASH CONTRA- 
BAND. LOOK FOR THE FLARE'S 
SMOKE PLUME TO HOME IN ON ITS 
LOCATION. 


THESE LINES END BEHIND THE AIR- 
PORT TOWER—A GOOD MEETING 
PLACE FOR GANGS BECAUSE OF ITS 
SECLUSION. 


THIS RUINED FORT OFTEN CONTAINS 
CONTRABAND. LEARN TO SNEAK IN 
AND OUT WITHOUT SLOWING DOWN. 


THE AREA NEAR THIS CRACKED 
EARTH CONTAINS MANY ROCKS. 
STAY ALONG THE EDGE TO AVOID 
NASTY CRASHES. 


WiNDMILLS PROVIDE CHEAP POWER 
TO THE FEW NEARBY HOUSES AND 
THE AIRPORT. 


RE 


$100,000 


To MAKE IT THROUGH A VALLEY 
LIKE THIS, SLOW DOWN AND SPEED 
UP WITH THE UPS AND DOWNS OF 
THE DUNES. IF YOU TRY TO MOVE 
TOO FAST, YOU ARE SURE TO CRASH 
SOMEWHERE IN THE MIDDLE. 


THIS BORDER OUTPOST IS TOUGHER 
TO RUN PAST BECAUSE OF NEARBY 
GUARDS AND NATURAL BOUNDARIES. 


THIS VILLAGE NEAR THE COLLAPSED 
FORT HAS HOUSES ARRANGED IN 
Rows. BE WARY OF A TRAP: BOR- 
DER PATROL GUARDS MAKE THEIR 
ROUNDS OUTSIDE THE TOWN LIMITS. 


ANIMALS SOMETIMES GET IN YOUR 
wAY. DoN'r WORRY, YOU'RE VEHICLE 
WON'T SUFFER ANY DAMAGE. 
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SMUGGLER'S RUN 
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THIS CANYON IS PARTICULARLY 

TRICKY TO EXPLORE BECAUSE OTHER 
GANG MEMBERS AND LAW ENFORCE- 
MENT VEHICLES CRASH INTO YOU AT 
THE BOTTOM. 


THE AREA AHEAD IS THE BUMPIEST 
IN THE DESERT AREA; SLOW DOWN 
RATHER THAN TRY TO JUMP ALL 
THE DUNES. 


SOME RIDGES CREATE PATHS ON 
EITHER SIDE. CHECK THE MAP TO 
SEE WHICH LEADS YOU MOST 

DIRECTLY TO YOUR DESTINATION. 


— ар 


DOWN A LONG WOODEN STAIRWAY; 
TO THE RIGHT ARE TRICKY SLOPES. 


THE WOODEN STEPS CAN BE CLIMBED 
MORE EASILY THAN OTHER SLOPES, 
BUT MAINTAIN YOUR SPEED TO AVOID 
FALLING OFF THE LEFT SIDE. 


ONE SECTION OF THE DESERT HAS OIL 
DRILLS AND PIPELINES. DRIVE CARE- 
FULLY, OR GET A FACE FULL OF METAL. 


сен 
г. Quos 
Quer 


THE DESERT, TOO, HAS STEEP 
SLOPES. BUILD UP ENOUGH SPEED 
TO REACH THE TOP OR YOU WILL 
HAVE TO TRY AGAIN. 


MOUNTAINS FORM A NATURAL 
BOUNDARY IN THE DESERT REGION. 
NOT EVEN THE BEST JUMP CAN 
CLEAR THEM. 


THIS ROAD ENDS IN A LEAP OF 
FAITH—LIKE A SKI JUMP WITH SAND 
INSTEAD OF SNOW. LAND ON ALL 
FOUR WHEELS, OR EXPECT TO STALL. 


ONE MISSION STARTING POINT IS A 
TEMPLE IN THE UPPER LEFT CORNER 
OF THE DESERT. OTHER MISSIONS 
OCCASIONALLY RETURN TO THIS 
ANCIENT STRUCTURE. 


rite төһісіс across the 
44 ice beund moun 


THE LOAD SCREEN PROVIDES AN TREES POKING OUT OF A BLANKET 
ONCE AGAIN EXPLORE THE AREA AERIAL VIEW. MOTICE THAT THE FEA- OF SNOW PROVIDE THE ONLY 
NEAR THE U.S.-CANADIAN BORDER. TURES ARE THE SAME AS THE FOR- VISIBLE GREEN. 

EST REGION'S, BUT COVERED WITH 


SNOW AND ICE. 


NIGISA0P 


= = —— = 
А FROZEN LAKE MAKES A GOOD TRACK OTHER VEHICLES EASILY IN RAILROAD TRACKS STILL MAKE 
SHORTCUT. THE SNOW. OF COURSE, THEY CAN GOOD SHORTCUTS, AND THE TRACKS 
FIND YOU JUST AS EASILY. KEEP YOU FROM SLIDING. 
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THIS TUNNEL PROVIDES RESPITE CHECK FOR THE TRAIN BEFORE YOU SNOW MAKES IT EASIER TO SEE > 
FROM THE SNOW AS WELL AS А ENTER. TRAINS STILL RUN IN THE ROADS AND OTHER LANDMARKS. ° 
SHORTCUT THROUGH EUBANKS SNow. z 
MOUNTAIN. YOU CAN PICK UP m 
SPEED IN TUNNELS, BECAUSE THE 3 Š 
SNOW DOESN'T BLOW INSIDE. E 


Se 


THE PEOPLE IN THESE HOUSES HAVE FORTUNATELY, SNOW HASN'T TAKEN USE THE RIVERS LIKE ROADS, BUT 
SETTLED IN FOR THE WINTER. OUT THE TRANSMISSION TOWERS. COMPENSATE FOR SLIDING. 


EuBANKS MOUNTAIN LOOKS GOOD YOU HAVE JUST ENOUGH ROOM TO NEAR THE BORDER, SNOW EXTENDS 


IN THE WINTER, BUT IT'S EVEN AVOID A TRAIN IF IT COMES AS FAR AS THE EYE CAN SEE. 
TOUGHER TO ASCEND. THROUGH THE TUNNEL. 


THE LAKE ICE NEVER BREAKS, SO YOU CAN PROBABLY BEAT THIS SCENERY LIKE THIS MAKES THE 
DON'T WORRY WHERE YOU DRIVE. TRAIN TO THE BRIDGE; JUST DON'T SNOWY REGION MORE EXCITING 
GET CAUGHT IN FRONT OF IT. THAN THE DESERT. 


— = 


= Iy Ei 
THIS RIVER 1997 9170 | A view From 
SPLITS. YOU CAN P EET THE TOP OF THE 
RIDE ALONG > FROZEN WATER- 


EITHER SIDE AND 
HOP OVER THE 
HILL IF YOU NEED 
TO REACH THE 
OTHER SIDE. 


FALL JUST BEFORE 
THE MASSIVE 
TRUCK GOES 
OVER THE EDGE. 
WATERFALLS 

GIVE YOU 
INCREDIBLE 
JUMPING 
DISTANCE. 
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AS OFFICIAL STRATEGY GU! 


SMUGGLER'S MISSION 


Smugglers Mission introduces you, a fledgling smuggler, to the business of the Forgotten. You perform 
increasingly more difficult tasks and take on law enforcement agencies and other gangs. Missions begin 
along the northern border of the United States and move down to the U.S.—Mexican border. You then 
return to the U.S.—Canadian border in the winter for a series of challenging missions that end with a 
snowy assault on Eubanks Mountain. 

Smugglers Run has four types of missions. Most are of the first type: a series of pickups and drop-offs of 
contraband in which you race against the clock. In the second and similar type, you and up to three fellow 
gang members attempt to collect a predetermined number of contraband stashes ahead of a rival gang. The 
third type is a checkpoint race in which you must beat a rival gang’s best drivers to the finish line. These 
are the most demanding missions, but by the time you reach the races, your driving skills have advanced. 
The final type also challenges you to knock over communications towers in a set time. You may finish 
some missions on the first try, but in most cases, success takes repeated attempts. Remember that the most 
direct route between waypoints—pickup or drop-off locations—is not always the best. 


== = 


ENTER NEW GAME š 


SMUGGLER'S MISSION Í File(s) on Memory Card 


File 
TURF WAR Go Back to Main Menu 
JOYRIDIN' Reload 


OPTIONS Compete to become Continue Without Saving 
Sh has as h Hber 
itangerous, dark, and Start New Game 
ilicit world of ; 
ieimational қын); 


THIS SCREEN INTRODUCES YOU TO START A NEW GAME, OR SELECT A NEW PLAYERS MUST ENTER A 
SMUGGLER'S Mission. SAVED FILE. NAME UNDER WHICH THEY CAN 


SAVE THEIR GAMES. 


P4ISSION 1: 
INITIATION RITES 


Let's see what you can do - 
just follow the navigation 
аном around our little play PLAYER — SUV. 


pen, and fast. 


Top speed drags! heavy and fueled with 
chaos. High re ngine and four wheel in t 2 е элк с 
suspension. Th o the non-urban edge. 


THE INTRODUCTION SCREEN THE BUGGY IS AVAILABLE IN ALL THE S.U.V. IS ALSO AVAILABLE 


DESCRIBES THE MISSION AND THE MISSIONS. IN ALL MISSIONS. IVIORE VEHICLES 
PEOPLE OR GANGS INVOLVED. ARE AVAILABLE FOR DESERT AND N 


WINTRY MISSIONS. 
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TRANSMISSION 


4 AUTOMATIC > 


A MAP PROVIDES AN OVERHEAD OF THE MISSION BEGINS ON A HILL 


USE AUTOMATIC TRANSMISSION UNTIL 


YOU ARE COMFORTABLE WITH THE LOCATION AND IMPORTANT WAY- ABOVE THE VISIBLE WAYPOINTS (RED 
VEHICLE CONTROLS. IT'S DIFFICULT TO POINTS WHILE THE MISSION LOADS. FLARE SMOKE). 

AVOID COPS AND REACH WAYPOINTS HERE, IT SIMPLY OUTLINES THE 

WHILE YOU SHIFT GEARS. AREA BETWEEN WAYPOINTS. 


Li 5% = 


OBJECTIVE CLEARED \ ps OBJECTIVE CLEARED 
25 ) 49 nr: 


== = = d. 
THE FIRST WAYPOINT LIES AT THE THE SECOND WAYPOINT LIES ON A THE THIRD WAYPOINT IS NEAR THE 
BOTTOM OF THE HILL. FIELD NEAR THE FIRST ONE. FIRST TWO DESTINATIONS. 


THE FOURTH WAYPOINT IS ON THE THE FIFTH WAYPOINT IS BACK ON THE FINAL WAYPOINT LIES NEAR 

ROAD NEAR THE TOWN. THE GRASS ACROSS THE TOWN. THIS MOUNTAIN. WHEN YOU FINISH, 
THE MESSAGE "MISSION COM- 
PLETE” APPEARS. ONLY THEN CAN 
YOU BREATHE A SIGH OF RELIEF. 


MISSION SUMMARY 
SCORE $1,000 
TIME BONUS т” 
FINAL SCORE 51,070 

6000 


BT MISSION 


CONTINUE 


AFTER YOU FINISH, A SUMMARY 
SCREEN APPEARS WITH YOUR 
SCORE, ANY TIME LEFT ON THE 
CLOCK, THE FINAL SCORE AND A 
RATING. “GREAT” is THE BEST 
RATING, FOLLOWED BY “GOOD,” 
“OK,” AND “BAD.” 


P4ISSION 2: 


Pus NEW. HIGH! SCORE 


IF YOU REPLAY A MISSION AND 
EARN A HIGHER SCORE, THIS SCREEN 
APPEARS BEFORE THE SUMMARY. 


THE FORGOTTEN Few 


H The Forgotten Few 


Not bad. baby. you can just BEST SCORE 


Í about drive. Now let's xee 50 
å you some delivery work 

Í Nothing too tough » there's 

Å по cops around right now 


ENJOY THIS, THE LAST MISSION 
WITHOUT COPS, WHILE IT LASTS. 


THE FIRST CONTRABAND PICKUP 
LOCATION IS AT THE EDGE OF TOWN. 


THIS MISSION TAKES PLACE IN THE 
SAME GENERAL AREA AS THE FIRST. 


FOLLOW THE RED ARROW TO THE 
DROP-OFF LOCATION. 


MISSION SUMMARY 
SCORE 51.000 
TIME BONUS n 
FINAL SCORE 51.210 

GREAT 
CONTINUE 


3AME 


THIS SUMMARY SCREEN DISPLAYS 
THE NEW HIGH SCORE. 


THE IN-GAME MAP GIVES YOUR 
CURRENT POSITION, AS WELL AS 
THAT OF THE CONTRABAND WAY- 
POINTS AND OTHER VEHICLES. 


THE FIRST DROP-OFF IS ON A HILL 
JUST ACROSS TOWN. 


: 
; 


WOJ'SINVƏVWIYd 
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PRIMAGAMES.COM 


THe MESSAGE “CONTRABAND 
DELIVERED” APPEARS WHEN YOU 
SUCCESSFULLY DRIVE THROUGH OR 
FLY OVER THE FLARE SMOKE. 


THE SECOND DROP-OFF IS NEAR THE 
BRIDGE. IF YOU MOVE TOO SLOWLY, 
THE MESSAGE “TIME RUNNING 
OUT” APPEARS ONSCREEN. 


P4ISSION 5; 


THE SECOND CONTRABAND PICKUP 
Is IN THE CENTER OF TOWN BEHIND 
THIS HOUSE. 


WHew! You MADE IT JUST IN TIME. 


SECRETS AND LIES 


SMUGGLER'S MISSION 


Secrets and Lies 


This is for a bi 
but they ain't paying in stock. Some 50 
и hax stolen secrets from their 
als. Compromising secrets. We need you 


pick up the cash, then exchange it for 
the secrets, and finally drop them with 
the Man. 


THIS MISSION ADDS COM- 
PLICATIONS: THE TRANSFER 
OF CONTRABAND AND THE 
PRESENCE OF COPS. 


lustrial conglomerate, BEST SCORE 


ON THIS MAP, TRIANGLES MARK PICKUP 


LOCATIONS AND CIRCLES MARK DROP- 
OFF LOCATIONS. THE WHITE TRIANGLE 
MARKS THE STARTING LOCATION. 


FOLLOW THE RED ARROW OVER 
THIS HILL. 


MISSION SUMMARY 
SCORE 220.000 
TIME BONUS s8 
FINAL SCORE $20,580 


GREAT 


You EARN A "GREAT" RATING, 
DESPITE THE SMALL AMOUNT OF 
TIME LEFT ON THE CLOCK. 


THE FIRST CONTRABAND PICKUP 
LOCATION IS STRAIGHT AHEAD. 


CAR (WHITE ARROW). ALTHOUGH YOU HARD RIGHT TURN. FOLLOW THE OUT OF THE ACTIVE DETECTION 
WANT TO AVOID COPS, TIME RAILROAD TRACKS TO THE FIRST RADIUS OF THE NEARBY POLICE CAR. 
RESTRAINTS DON'T ALWAYS ALLOW IT. DROP-OFF. 


IN THIS MISSION, YOU CAN AVOID THE 
COPS UNTIL THE VERY END. 


CROSS THE RIVER AFTER PASSING DRIVE UP THE ROAD UNTIL YOU STAY ON THE LEFT SIDE OF THE 


THIS ROCK TO REACH THE SECOND REACH THE WATERFALL. THE DROP- RIVER UNTIL YOU REACH THE 
PICKUP. OFF IS VISIBLE IN THE DISTANCE. SECOND DROP-OFF. 


MISSION SUMMARY 


SCORE $19,556 
TIME BONUS 37 
FINAL SCORE $19.626 

GREAT 


CONTINUE 


T GAME 


EVEN IF THE POLICE GIVE CHASE, IF YOU MOVE FAST ENOUGH, IT'S 
THEY'LL LAG FAR BEHIND. NOT HARD TO EARN A "GREAT" 
RATING. 


THE MAP REVEALS A NEARBY POLICE AFTER THE FIRST PICKUP, TAKE A CROSS THE RIVER TO STAY JUST 
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MUGGLER'S RUN 


— 


P4ISSION 44: 
BREAKING AND EXITING 


i Breaking and Exiting 


t different problem! They BEST SCORE 
I machine parts m 
Only, they're not theirs. 
л. collect the parts 
le, and ` 


THIS MISSION ALSO REQUIRES TWO THE MAP SHOWS THE AREA THE FIRST PICKUP IS NEAR 
DELIVERIES, BUT PICKUP AND DROP- YOU COVER. THE TOWN. 

OFF LOCATIONS ARE SPREAD OVER A 

WIDER AREA. 


FOLLOW THE ROAD FROM THE TOWN FOLLOW THE RAILROAD TRACKS. TAKE A LEFT, AND RIDE ALONG THE 
UNTIL YOU REACH THIS GUARDRAIL. LEFT SIDE OF THE RIVER. 


ar g 
+ 
5 ж 
МРН d 
ТНЕ COPS ARE NEARBY, BUT CONTINUE ALONG THE RIVER PAST CROSS THE RIVER WHEN YOU SEE 
THERE'S PLENTY OF ROOM TO THE COPS. THE FLARE SMOKE. 
AVOID THEM. 


THE FIRST DROP-OFF IS AT THE TOP 
OF THIS HILL. 


THERE ARE PLENTY OF COPS 
BETWEEN YOUR LOCATION AND THE 
NEXT STASH. 


_ % 


j 

f 

59 nex i 
Li 


FOLLOW THE RED ARROW ALONG 
THE ROAD. 


CROSS THROUGH THIS INTERSECTION. 
YOU'RE ALMOST THERE. 


à 


MISSION SUMMARY 
SCORE 568,309 
TIME BONUS 
FINAL SCORE 
GRADE 


There's a new player in town Some BEST SCORE 
arms dealer, not too keen on import $ 20.39 
tax, "ost" some goods, and he’s 

paying for each bit recovered. All 

good $0 FAR, but the O°Grady’s 

ate out snooping around. You boys 

99 and prove yourself ax men. 


YOU CAN EASILY MANAGE A 
"GREAT" RATING, EVEN WITH THE 
COPS ON YOUR TAIL. 


5 6 7 8 9 1011 12 13 14) 


THIS IS THE FIRST MISSION IN WHICH 
YOU COMPETE AGAINST A RIVAL 
GANG, IN THIS CASE IT'S THE 
O'GRADYS. 


THE MAP SHOWS THE AREA IN WHICH 
YOUR GANG WILL GO UP AGAINST THE 
O'GRADYS. 


THE SECOND PICKUP IS ON THE 
NEARBY BRIDGE. 


THE SECOND DROP-OFF IS NEAR 
THIS CABIN. 


А threatening all-around vehicle. Big block V-8 under 


the hood and all wheel drive. Manic control of the 
sub-ordinary, taken to the non-urban ed 


THIS IS ALSO THE FIRST MISSION IN 
WHICH YOUR FELLOW GANG MEM- 
BERS CAN HELP YOU. PUT EACH IN 
AN S.U.V., WHICH CAN TAKE MORE 
DAMAGE AND THUS PROVIDE HEAVY 
BACKUP. 
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MUGGLER'S RUN 


— 


THE MISSION BEGINS WITH FIVE MIN- ONE OF YOUR GANG MAKES THE THE NEXT PICKUP AND DROP-OFF 


UTES ON THE CLOCK. YOUR GANG FIRST PICKUP AND DELIVERY. ARE BOTH IN THE SAME AREA 


MUST MAKE FIVE DELIVERIES BEFORE BEYOND THE TOWN. 
THE O’GRADYS ро. a 


> - ялы P 
„CONTRABAND коо 81 CONTRABAND DEI 


DON’T BE SURPRISED IF YOUR GANG МАКЕ THE THIRD PICKUP NEAR THIS DELIVER THE FOURTH CRATE OF 
DOES MOST OF THE WORK FOR YOU GIANT ROCK. CONTRABAND IN THE RIVER. 


| AN 


Se 


<j 
а 
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MISSION SUMMARY 
SCORE 39,929 
TIME BONUS эм 

511,299 
GRADE ok 


CROSS THE RIVER TO THE FINAL THIS MAP SHOWS ALL GANG МЕМ- DELIVER THE FINAL WOODEN CRATE 
PICKUP. BERS AS WELL AS PICKUP AND TO COMPLETE THE MISSION. 


DROP-OFF LOCATIONS. 


PRIMAGAMES.COM 


Рбт<<том б: 
RACE WAR 


Ф | SMUGGLER'S MISSION 


Race War 


Apparently, Mixter Big hax BEST SCORE 
socializing with The 0'Grady's. 511,899 
Reckons they may be better than ux. 


Wants to see our new boy race them 
tound Eubanks Mountain. Big money 
jobs on offer to the winner, xo 

this one’s real important, tiger. 


146 7 8 9 10 11 12 13 14 15) 


THIS IS THE FIRST CHECKPOINT THE MAP SHOWS THE POSITION OF YOU MUST MAINTAIN AT LEAST 


RACE. YOU RACE THE O’GRADYS THE CHECKPOINTS (CIRCLES) NEAR THIRD PLACE THROUGHOUT MOST OF 

AROUND EUBANKS MOUNTAIN. EUBANKS MOUNTAIN. THE MISSION. OVERTAKE LEAD CARS 
WHEN YOU CAN, BUT DON'T DROP 
PAST THIRD. 


THE MAP SHOWS CHECKPOINTS AND RED SMOKE MARKS THE FIRST THE SECOND CHECKPOINT IS ALONG 
RACING CAR POSITIONS. CHECKPOINT AHEAD. THIS CURVE. 


NOISSIwW S383 1O9(nwSs 


E 


талы RD 
~ CHECKPOINT CLEARED 


21 


THE THIRD CHECKPOINT IS JUST THE FOURTH CHECKPOINT IS VERY THE FINAL CHECKPOINT IS IN THE 
BEYOND THE TREES. CLOSE TO THE THIRD. IF YOU STAY TOWN JUST AHEAD. YOU MUST 

ON A STRAIGHT LINE, YOU CLEAR DRIVE FLAWLESSLY TO OVERTAKE 

THEM BOTH. THE LEAD CARS AND WIN. Ч 
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MISSION SUMMARY 


SCORE $20.000 
TIME BONUS 12 
FINAL SCORE $20.130 
GRADE 


CONTINUE 
T IF 


THERE'S THE FINISH LINE. YOU MAY MAINTAIN YOUR SPEED AND EARN А 
REACH FIRST PLACE IN THE LAST "GREAT" RATING. 
SECONDS, BUT YOU STILL WIN 


PATSSION 
GOODIES FROM ABOVE 


і Goodies From Above 


Well, we did okay back there, and it BEST SCORE 
turns out Johnny Arms Dealer kako ұр 

Johnny Engine Block. He had some high 

performance monsters in a plane 

which was just shot down by the border 

boys. Go collect his stuff, and drop 

them with at his cargo trucks. 


THIS MISSION REQUIRES MORE THE PICKUP AND DROP-OFF LOCA- THE FIRST PICKUP IS 
DELIVERIES, SPREAD ALL OVER TIONS COVER MOST OF THE MAP. STRAIGHT AHEAD NEAR THE 
THE AREA NEAR THE LAKE AND OUTSKIRTS OF TOWN. 


WATERFALLS. 


TIME RUNNING OUT 


25мрн 
SNEAK AROUND THE GRAVEYARD Go LEFT AT THE GRAVEYARD, THEN CROSS THE RIVER AND MAKE IT TO 
TO AVOID THE COPS. HEAD TOWARD THE RIVER ON A THE DROP-OFF JUST IN TIME. 
STRAIGHT LINE WITH THE FLARE 
SMOKE. 


= 
° 
R 
4 
u 
= 
< 
[^] 
< 
z 
Е 
a 


"TIME RÜNNING 


SPIN OUT NEAR THE DROP-OFF THE SECOND PICKUP IS STRAIGHT 7 Stay ALONG THE RIVER'S EDGE TO 


SO THAT YOU FACE AWAY FROM AHEAD, NEAR THE RIVER. AVOID TREES AND HILLS. 
THE COPS. 


FLY OVER A HILL NEAR THE FIRST CROSS THE BRIDGE TO PICK UP THE SPIN OUT AND GO BACK OVER THE 
WATERFALL TO LAND NEAR THE SEC- THIRD ITEM OF CONTRABAND. SAME BRIDGE TOWARD THE DROP- 

OND DROP-OFF. ADJUST THE PITCH OFF LOCATION. AVOID THE POLICE 

OF THE VEHICLE IN MIDAIR TO LAND BLOCKADE. 

ON ALL FOUR WHEELS. d 


NOISSI өз 96 


RIDE THE RAILROAD TRACKS ТО THE 


THE FINAL CONTRABAND ITEM WAITS THE FINAL DESTINATION LIES AT 


THIRD DROP-OFF NEAR THE TRUCK. FARTHER ALONG THE RAILROAD THE BASE OF THIS WATERFALL. 
TRACKS. UNFORTUNATELY, THE Don'T HIT THE ROCKS, OR THE 
COPS ARE CLOSING IN. COPS WILL CATCH YOU. LAND SO 


THAT A FEW MORE FEET PUTS YOU 
AT THE FLARE SMOKE. 


INO2'S3AV9VMIud 


SMUGGLER'S RUN 


MISSION SUMMARY 
5297.224 
TIME BONUS т 
FINAL SCORE 5297.498 
GRADE GREAT 
RESTART MISSION 
CONTINUE 
4 NEW HIGH SCORE QUIT GAME 
е Omen 
хе, 


THE COPS ARE RELENTLESS. EXTRA SECONDS ON THE 


CLOCK MEAN A BIG BONUS ON 
YOUR SCORE. 


Рбте<<том 8: 
LOST AND FOUND 


Lost and Found 


Seems like the Border Patrol are none 
too pleased with us Forgotten few. 
Gordon's buddy was driving some 


goodies actoss the border and Border 
Patrol got the license plates off 

his van, so he needs ‘em moved to 
other vehicles. Go do some moving 


THERE ARE FEWER DELIVERY MIS- THE MAP SHOWS THE SPECIFIC PICK- CLIMB THIS HILL FIRST. 
SIONS, BUT THEY TAKE PLACE ON UP AND DROP-OFF POINTS. 
MORE CHALLENGING TERRAIN. 


THE FIRST PICKUP IS ACROSS Go OVER THIS LOW HILL TO THE THE FIRST DESTINATION IS IN 
THIS FIELD. FIRST CONTRABAND ITEM. THESE HILLS. 
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THE FLARE SMOKE MARKS THE CROSS THIS FIELD, THEN BEAR LEFT. RiDE ALONG THE MOUNTAINS ON 


FIRST DROP-OFF ATOP A SMALL THE RIGHT. 
MOUNTAIN. 


THE SECOND PICKUP IS JUST OVER FOLLOW THE DIRT ROAD BETWEEN ALTHOUGH THE RED ARROW SOME- 
A RISE. THE CONTRABAND WAITS IN THE HILLS. TIMES POINTS IN A DIFFERENT 

THE MIDDLE OF A DIRT ROAD. DIRECTION, CONTINUE TO FOLLOW 
THE DIRT ROAD. 


NOISSIW $253 Тос 


AT THIS SLOPE, YOU CAN PICK THE SECOND DROP-OFF IS NEAR SECOND DELIVERY DONE, THE 
UP SPEED. THIS TUNNEL, WHERE A HELI- MISSION CONTINUES. DRIVE 
COPTER WAITS. THROUGH THIS TUNNEL TO FIND 


ONE MORE PICK-UP. 
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FOLLOW THE ROAD TOWARD 
THIS CABIN. 


å = 

MISSION SUMMARY 
SCORE 5147.756 
TIME BONUS m 
FINAL SCORE 5148.126 
GRADE GREAT |, 
RESTART MISSION 

CONTINUE 

QUIT GAME 


THE SUMMARY SCREEN RATES YOUR 
EFFORTS. 


THIS MAP SHOWS THE GENERAL 
AREA IN WHICH YOUR GANG 
AND THE O'GRADYS RACE FOR 
THE CONTRABAND. 


SMUGGLER'S RUN 


— 


You EASILY END UP WITH LOTS OF 
TIME ON THE CLOCK. 


THE EXTRA DESTINATION IS IN THE 
MIDDLE OF THIS RIVER. 


P4ISSION ©; 
THE Waw SOUTH 


The Way South 


BEST SCORE 
$ 297,267 


We've been offered the gig down 

Í Mexico way. But first we need to 
do the client a favor. Freaked by 
the cops, the O'G1ady's dropped а 
load of illegal imports, guns, 
money, and maybe even the odd 
missile + nothing too naughty. Go 
ge 


PLAYER 
MATE 4 
MATE 2 


A threatening all-around vehicle. Big block V-8 under 
the hood and all wheel drive. Manic control of the 
sub-ordinaty, taken to the non-urban edge. 


10 11 12 13 14 15 16 17) 


THIS IS ANOTHER GANG CHALLENGE. 
YOUR TEAM'S OBJECT: BEAT THE 
O'GRADYS TO FIVE DELIVERIES. 


ONCE AGAIN, PUT EACH TEAM- 
MATE IN AN S.U.V. TO BLOCK 
RIVALS AND GIVE YOURSELF A 

BETTER CHANCE TO SNAG THE 

CONTRABAND. 


THIS MAP SHOWS THE STARTING 
LOCATION OF THE VEHICLES. 


THE O'GRADYS ALWAYS GET THE 
FIRST PIECE OF CONTRABAND. 


CONTRABAND. SNAGG 
Å 8ws х š 


THERE'S JUST ENOUGH TIME ТО 
BUMP ONE OF THE RIVAL VEHICLES 
AND STEAL THE CONTRABAND. 


= ll eee 
ONE oF YOUR TEAMMATES SNAGGED 
THE CONTRABAND. PROVIDE BACKUP 
SO A RIVAL DOESN'T STEAL IT. 


RIDE ALONG THE RAILROAD TRACKS 
TO THE NEXT DESTINATION. 


FoLLOW THE RED ARROW TO THE 
FIRST DESTINATION. 


“TEAMMATE DELIVERY" 
LOOKS AS GOOD AS THE MESSAGE 
WHEN YOU MAKE A PERSONAL 
DELIVERY. 


YOUR TEAMMATE WILL LIKELY MAKE 
THE THIRD DELIVERY. 


TEAMMATE DELIVERY ©) 


HERE'S THE FIRST DROP-OFF. DON'T 
WASTE ANY TIME; MOVE RIGHT ON 
TO THE NEXT PICKUP. 


YOUR TEAMMATES EXCEL, OFTEN 
REACHING THE CONTRABAND BEFORE 
YOU OR THE O"GRADYS. 


THE FOURTH PICKUP IS JUST OVER 
THIS HILL. 


NOISSI S333 Теге 
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SMUGGLER'S RUN 


$49,197 
315 


Bump YOUR RIVAL TO SNAG THE FOLLOW THIS ROAD TO THE NEXT THE POLICE CARS ARE WEAK, BUT 


CONTRABAND. DESTINATION. SOME APPEAR NEAR THE FOURTH 
DROP-OFF. 


MISSION SUMMARY 
SCORE $147,513 
TIME BONUS 445 
FINAL SCORE $150,163 

ок 


CONTINUE 


ONCE AGAIN, YOUR TEAMMATE ONE ОЕ YOUR TEAMMATES WINS THE IF YOUR TEAM MOVES QUICKLY, A 


PULLS HIS OWN WEIGHT. MISSION FOR YOU; YOU DON'T HAVE FEW MINUTES REMAIN ON THE 
TO MAKE THE FINAL DELIVERY PER- CLOCK. THIS EXTRA TIME COVERS 
SONALLY TO FINISH. YOU IN CASE THE O'GRADYS MAKE 


A DELIVERY OR TWO. 


PAISSION 10: 
COUNTERFEIT WOMEN 


Just, pick up and drop off, baby, like | BEST SCO 
you do with the ladies. ГЇЇ keep you 5 146,556 
informed of any developments, but be 
careful -« you're running counterfeit 
money for an old squeeze of mine. 

The police know you're about, xo stay 

i out of mischief. 


410 11 12 13 14 15 16 17 18 18 


YOU RUN COUNTERFEIT MONEY IN THE MAP SHOWS ALL OF THE PICKUP THE FIRST BRIEFCASE OF COUNTERFEIT 


THIS MISSION. EXPECT LAW AND DROP-OFF LOCATIONS; THEY BILLS IS STRAIGHT AHEAD. 
ENFORCEMENT VEHICLES TO COME COVER THE AREA TO THE LEFT OF 
OUT OF THE WOODWORK. THE LAKE. 
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FOLLOW THE RED ARROW UP THE 


HILL TO THE RIGHT OF THE TUNNEL. 


Continue ALONG THIS ROAD TO 
GET THE CASH. 


PASS THIS POLICE BLOCKADE AS 
QUICKLY AS POSSIBLE. 


HERE’S THE FIRST DROP-OFF. 


THE COUNTERFEIT MONEY IS WELL- 
HIDDEN UP ON THIS HILL. 


= 


Є AM быз 


ТНЕ СОР5 RAM YOU AS YOU 
APPROACH THE CASH, BUT IT GETS 
EASIER AFTER YOU ELUDE THEM. 


DRIVE BETWEEN THESE HILLS TO THE 


NEXT PICKUP. 


The SECOND DROP-OFF IS NEAR 
THESE SECLUDED CABINS. 


HEAD FOR THIS TUNNEL TO LOSE 
THE COPS. 


NOISSIwW S233 199(n s 


INO2'S3IN VOV шича 


MUGGLER'S RUN 


YOU FIND THE THIRD DROP-OFF UNFORTUNATELY, YOU MUST 


UNFORTUNATELY, MORE POLICE 
CARS BLOCK THE ROAD ON THE JUST AFTER YOU TURN AWAY FROM MAKE ONE MORE STOP. FOLLOW 
OTHER END. GO LEFT THROUGH THE COPS. THIS DIRT ROAD. 


THE PASS. 


GO OVER THE NEXT HILL, AND PASS THE FASTEST ROUTE TO YOUR FINAL DRIVE TO THE OUTSKIRTS OF TOWN. 

BY THE POLICE BLOCKADE TO REACH DESTINATION IS ACROSS THIS RIVER. 

THE ASPHALT ROAD. <= 
— 


MISSION SUMMARY 
SCORE $296.160 
TIME BONUS 16 

2296.920 


CONTINUE 
QUIT GAME 


THE FINAL DESTINATION IS THE COPS ARE SO RELENTLESS THAT 
WITHIN SIGHT. THEY SLAM INTO YOU EVEN AFTER CLOCK AT MISSION'S END EARNS 
YOU COMPLETE YOUR GOALS. vou A "GREAT" RATING. 
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P4ISSION 11: 
DNA or DOA, 


[се | SMUGGLER'S MISSION 


DNA or DOA 


I got three drops for you to make. BEST SCORE 
REAL fast, ax it's biological $ 450,363 


matter that needs to be kept cold. 
Evidently, some naughty scientints 
are messing about with genes, and 
need to move a few things. no 
questionx asked. 


411 12 13 14 15 16 17 18 19 20) 


THE MEDICAL CONTRABAND MUST 
REACH ITS DESTINATION, NO OUES- 
TIONS ASKED. 


THE GRAVEYARD CONTAINS YOUR 
FIRST PICKUP. 


THE FIRST DROP-OFF IS OVER THE 
HILL TO THE RIGHT OF THE RAIL- 
ROAD TRACKS. 


THE MAP SHOWS ALL OF THE PICKUP 


AND DROP-OFF LOCATIONS. 


TiGHT TIMING MARKS THIS MISSION. 
USE THE ROAD TO ACCELERATE AND 
SAVE TIME. 


HEAD STRAIGHT TO REACH THE 
SECOND BATCH OF MEDICAL 
CONTRABAND. 


STAY ON THE RAILROAD TRACKS TO 
MAINTAIN YOUR SPEED. 


PiCK UP THE BOX AT THE TOP OF 
THIS HILL. 


THE FIRST BOX IS STRAIGHT AHEAD. 


NOISSIbM $243 ID9(nWwSs 
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SMUGGLER'S RUN * 


AVOID THE COPS AND HEAD 
TOWARD THE ROCKY AREA. 


IT'S A LONG WAY TO THE NEXT 
PICKUP POINT. HEAD BACK OVER 
THE ROCKS, AND DRIVE THROUGH 
THE TUNNEL ON THE LEFT. 


PAST THE PREVIOUS DROP-OFF POINT 
TO ANOTHER BUMPY AREA BENEATH 
THIS HILL. 


BACKTRACK THROUGH THE TUNNEL 


— 


THE SECOND DROP-OFF IS UNDER- 
NEATH THE HELICOPTER. 


LAND ON ALL FOUR WHEELS AS YOU 
CROSS THESE ROCKS, OR THE COPS 
WILL OVERTAKE YOU. 


THE FINAL PICKUP IS RIGHT NEXT TO 
THE MOUNTAIN. 


THE TUNNEL IS A GREAT SHORTCUT 
TO THE NEXT CONTRABAND LOCATION. 


MISSION SUMMARY 


5146.476 
TIME BONUS 28 
FINAL SCORE $146.556 
GRADE GREAT 


RESTART MISSION 
CONTINUE 
QUIT GAME 


As YOU CAN SEE FROM THE SUM- 
MARY, THERE'S NOT MUCH TIME LEFT 
WHEN YOU COMPLETE THIS MISSION. 


THE FINAL DESTINATION IS NEXT TO 
THE TRUCK AND WATER TANKS. 


Рт5<том 12: 


RADAR TROUBLES 


SMUGGLER'S MISSION 


1 Radar Troubles 


Senor wants to cut and run, but ain't | BEST SCORE 
too keen on flying his chopper while 49 

the new radar system ix working. AU 

the towers need to come down real 

quick, before the law gets wind of it, 

xo go do some damage baby. 


3 4 5 6 7 8 9 10 11 12 


THE ONLY WAY FOR YOUR ACCOM- 


PLICE TO ESCAPE IS FOR YOU TO 
TAKE OUT THE RADAR TOWERS. THE 
S.U.V. IS GREAT FOR THAT. 


—— = 
RAM THE RADAR TOWER HARD TO 
KNOCK IT OVER AND CLEAR THE 
CHECKPOINT. 


HEAD ACROSS THE RIVER, AND 
DRIVE UP THIS HILL. 


THIS MAP SHOWS THE LOCATION 
OF THE RADAR TOWERS AROUND 
THE LAKE. 


BuILD UP SPEED TO DRIVE UP THE 
SIDE OF THIS HILL. 


42 OBJECTIVE CLEARED. MATN 
24уғн Dn (9 
NS 


HERE'S THE THIRD RADAR TOWER. 
Knock IT OVER AND MOVE TOWARD 
THE LAKE. 


FIRST GO TO THIS RADAR TOWER 
NEAR YOUR STARTING POINT. 


THE SECOND RADAR TOWER IS NEAR 
THE TRANSMISSION TOWERS. 


CLIMB THIS HILL AND FOLLOW THE 
GREEN ARROW TO THE NEXT 
RADAR TOWER. 


NOISSI S333 егі 
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THE LONG DIRT ROAD THAT WEAVES 
THROUGH THE MOUNTAINS. 


FoLLow THE ROAD TOWARD THE 
GREEN ARROW. 


$200.000 
t40 
$201,000 


IF YOU PLAN YOUR ROUTE CAREFULLY, 


YOU STILL HAVE A MINUTE OR TWO 
REMAINING. 


HERE'S THE FOURTH TOWER. ONE 
MORE TO GO. 


THE FINAL RADAR TOWER IS 
PAST THE RAILROAD TRACKS 
NEAR THE LAKE. 


Ріт<<том 13: 
BAIT AND SwITCH 


Bait and Switch 


$ Quicky, hot stuff, the police found 

I afew things lying around, and are 
taking it back to town for a closer 
inspection. Go as ou can borrow 
it baby, and don't give it back 


44 5 6 7 8 9 10 11 12 13 


THIS MISSION HAS JUST ONE PIECE 
OF CONTRABAND TO DELIVER. 
UNFORTUNATELY, SOMEONE ELSE 
TOOK IT FIRST. UsE THE S.U.V. ro 
REACH THE OTHER VEHICLE AND 
SNAG THE CONTRABAND. 


DRIVE OVER THESE HILLS TOWARD 
THE LAKE ROAD. 


KNOCK OVER THE FIFTH RADAR 
TOWER TO COMPLETE THE MISSION. 


THE DOTTED LINE ON THE MAP 
SHOWS THE OTHER VEHICLE'S 
ROUTE. AS LONG AS YOU INTERCEPT 
THE VEHICLE IN TIME, YOU CAN 
RETURN WITH THE CONTRABAND TO 
THE DROP-OFF LOCATION. 


FOLLOW THIS ROAD IN THE DIRECTION TAKE THIS ROAD PAST THE BIG CLIMB THIS HILL TO THE RAILROAD 
OF THE GREEN ARROW. MOUNTAIN UNTIL YOU SEE THE TRACKS. 


FOLLOW THE ROAD ALONG 


BUMP THE VEHICLE WITH THE BLUE 
ARROW OVER IT—THE VEHICLE WITH RETREAT DOWN THE RAILROAD THE RIVER. 
THE CONTRABAND. TRACKS. 


QUICKLY TURN AROUND AND 


NOISSIb SITIONS 


CROSS THE BRIDGE AND HEAD THE ROAD THAT WINDS AROUND STAY IN THE MIDDLE OF THE ROAD ` 
TOWARD EUBANKS MOUNTAIN. EuBANKS MOUNTAIN BEGINS AT THE THAT TRAVELS UP THE MOUNTAIN SO 
BASE OF THE MOUNTAIN NEAR THE YOU DON'T FALL OFF THE EDGE. 


TUNNEL. 


INO2'S3A VD VWitd 


SMUGGLER'S RUN : 


Å TRICKY SPOT ON THE ROAD. IF BuILD UP SPEED TO CLIMB STEEP THE DROP-OFF IS ON THE VERY TOP 


YOU GO OVER THE HUMP TOO SPOTS WITHOUT POLICE CARS OF THE MOUNTAIN. 
FAST, YOU GO OVER THE EDGE. CATCHING UP. 


MISSION SUMMA 
SCORE $9.853 | 
TIME BONUS 157 


FINAL SCORE $10.823 


FINISH THE MISSION AND EARN THIS THAT FINISHES UP THE FOREST 
VIEW FROM THE TOP OF EUBANKS MISSIONS. Now IT'S TIME TO HEAD 
MOUNTAIN. To Mexico. 
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Packing Heat 


This should be an easy gig. but it BEST SCORE 
needs doing real fast. Old, "Senor 

Ras AWSyS BØE Vous i qam ale ӨЙ С : š 4 Trophy Truck. ) A Rally Car 
Top quality merchandise, not эше LANG 

what. guns, emeralds, or something 

in between. Three loads, пез some 

hole called Soroti City. 


h High speed, top handling, desert racer. High revving turbo 
axle V-8 with lots of suspension travel The with front wheel drive. Put the Euro in Hero Trash, 
45 6 7 B 9 10 11 12 13 14 roven technology may stick to your toothless grin. and speed to the 


THIS IS THE FIRST MISSION NEAR THE TRoPHY TRUCK BECOMES THE RALLY CAR JOINS YOUR FLEET; 


THE U.S.-MEXICAN BORDER, WHERE AVAILABLE. USE IT OFTEN—IT CAN SMALL AND LIGHT, IT'S GREAT FOR 
THERE'S SAND AS FAR AS THE EYE TAKE A LOT OF DAMAGE AND MAIN- DUNES AND RACING. 
CAN SEE. TAIN HIGH SPEEDS. 


THIS MAP SHOWS THE PICKUP AND THE MISSION BEGINS AT THE THE FIRST PICKUP IS UP THE HILL. 
DROP-OFF LOCATIONS AMONG AIRPORT. 
RIDGES AND SAND DUNES. 


- 
: 
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JE 


$48,794 


HERE'S YOUR FIRST ENCOUNTER FOLLOW THE RED ARROW ALONG HERE ARE THE GATES TO SOROTI 
WITH THE U.S. BORDER PATROL. THIS MOUNTAIN. CITY; INSIDE IS THE FIRST DROP-OFF 
BLOW PAST THE GATE OR RUN OVER LOCATION. 

THE FENCE. 


INO2'S3/ V5 VIHd 


SMUGGLER'S RUN ; 


E а = 


THE RED FLARE SMOKE MARKS YOUR AFTER YOUR FIRST DELIVERY, SPIN OUT THE SECOND PICKUP IS IN A NICHE 
FIRST DESTINATION. SO THAT YOU FACE THE GATES AND ALONG A TRAIL. 
DRIVE OUT THE WAY YOU CAME IN. 


š = z E л ee 
ТНЕ SECOND DESTINATION IS IN FOLLOW THE GREEN ARROW TOWARD HERE'S THE THIRD PICKUP LOCATION. 
THIS OASIS—A PLACE YOU'LL SEE THE WINDMILLS. 
MANY TIMES. 4 


ВЕ VERY CAREFUL BY THE ROCKS. DRIVE THROUGH THE FENCE TO DRIVE TOWARD THIS WINDMILL TO 


BiG ONES STOP YOUR VEHICLE. Ауоюр U.S. BORDER PATROL REACH YOUR FINAL DESTINATION. 
VEHICLES. 
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THE MISSION ENDS NEAR THE THE FINAL DROP-OFF IS BEHIND THE THE cOPS AREN'T FAR BEHIND YOU 
AIRPORT. AIRPORT TOWER. AT DELIVERY. 


P4ISSION 15: 
GOVERNMENT ISSUED 


ESTART MIS 
CONTINUE 


1 Government Issued 


Seems some army boys have just taken BEST SCORE 
a few weapons off base, without so 
permission. They've got buyers, some 

jot bunch of revolutionaries, but 
ne transport. Go collect the weapons 
and drop them where you're told. 


YOU FINISH THE MISSION WITH ONLY 
A FEW SECONDS TO SPARE. 


146 7 8 9 10 11 12 13 14 15 


THIS MISSION IS DANGEROUS: THIS MAP SHOWS ALL OF THE 
TAKING CONTRABAND FROM THE IMPORTANT MISSION LOCATIONS. 
U.S. Авмү. 


HEAD TOWARD THIS HILL FOR THE THE FIRST PICKUP IS BETWEEN DRIVE PAST THE BORDER GUARDS. 
FIRST CONTRABAND. THESE WINDMILLS. 


1 
; 
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DELIVER THE CONTRABAND NEAR HEAD INTO THE HILLS PAST THIS THE SECOND PICKUP IS IN THE CEN- 
THIS TRUCK. CRUMBLING WALL. TER OF THIS SMALL TOWN. 


SNAG THE CONTRABAND AND HEAD AVOID THE COPS AND PICK UP HEAD DOWN INTO THIS CRUMBLING 
OUT. THE COPS ARE ON YOUR TAIL. SPEED AS YOU CLIMB THIS HILL. FORT FOR THE SECOND DROP-OFF. 


DRIVE CAREFULLY OUT THE OTHER HEAD UP THIS STEEP SLOPE AND DRIVE DOWN THE BUMPY INCLINE 


SIDE. MORE POLICE CARS JOIN BEAR RIGHT. AND TAKE A HARD RIGHT TO THE 
THE CHASE. FINAL STASH. 


= 
° 
9 
Ф 
Ш 
= 
< 
о 
< 
= 
= 
a 


BETE E 


: $100,000 


CONTRA Ao KEN 
et МЕ 8 CX | 
TURN AROUND BEFORE THE POLICE DRIVE OVER THE SLOPE IN THE DRIVE INTO TOWN TO MAKE THE 
ARRIVE AND HEAD TOWARD THIS DIRECTION OF THE RED ARROW. FINAL DELIVERY. 
MOUNTAIN. THE THIRD DESTINATION IS ALMOST 
IN SIGHT. 


MISSION SUMMARY 
. SCORE $248,550 
TIME BONUS 4 
FINAL SCORE 5246.620 
GRADE GREAT 


“CONTINUE 


Tue U.S. ARMY PURSUES YOU, Tuis SMALL DESERT TOWN You EARN A "GREAT" RATING AS 
TOO, BUT CAN'T STOP YOU THIS MAKES A PERFECT PLACE TO LONG AS YOU FINISH INTACT. 
CLOSE TO YOUR GOAL. TRADE CONTRABAND. 


P4ISsSION 16: 
TRAFFICKING OFFENSES 


NOISSIwW S,33 есп 


Trafficking Offenses 


The Cartel and their Witch have taken BEST SCORE 
some work off us. I've talked the boss — 50 

nto commission only, xo we can muscle 

in, and show that Conchita we ai 

pussyeats. Some plane has left goodies 

all over the place. Ax long 

get "em, we get the green 


PLAYER Trophy Truck 
MATE 4 Trophy Truck 
MATE 2 — Trophy Truck P 


igh speed and good handing, Re 
with lots cf suspension travel Th 
technology may stick to your tooth 


Ң7 в 9 10 11 42 13 14 15 16» 


THIS MISSION IS A RACE AGAINST Pur YOUR TEAMMATES INTO CoLLECT CONTRABAND IN THE 
THE SiERRA CARTEL, ONE OF TWO TROPHY TRUCKS. MARKED AREA. 

GANGS WORKING THE AREA, TO COL- 

LECT FIVE ITEMS OF CONTRABAND. 


WO2'Sa3Wv5vWiud 


SMUGGLER'S RUN 


THE MISSION BEGINS IN THIS SMALL THE SIERRA CARTEL ALWAYS BEATS SLAM INTO THE CARTEL MEMBER 


TOWN. YOU TO THE FIRST PICKUP BECAUSE CARRYING THE CONTRABAND AND 
THEIR STARTING LOCATION IS CLOSER. STEAL IT. 


TURN AROUND TO FOLLOW THE IF YOU TRANSFER THE CONTRA- THE SECOND PICKUP IS IN THIS 
GREEN ARROW. BAND TO A TEAMMATE, HE OFTEN ABANDONED FORT. 

DELIVERS IT WITHOUT PROBLEM. 

HEAD FOR THE NEXT PICKUP WHILE 

HE DELIVERS THE CONTRABAND. 


LEAVE THE FORT AND HEAD TOWARD THE SECOND DROP-OFF LOCATION IS HEAD TO THE OASIS FOR THE THIRD 
THESE ROCKS. JUST OVER A RISE IN THE SAND. PICKUP. 
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4. 
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as 
LLOW THE GREEN ARROW TO THE 


DRIVE PAST THIS PEAK TOWARD THE TRANSFER THE CONTRABAND TO A Foi 


THIRD DROP-OFF DESTINATION. TEAMMATE IN THE LAST SECONDS, NEXT STASH. Move FAST—THE 
THEN MOVE TOWARD THE NEXT CARTEL SOMETIMES GETS AHEAD. 
PICKUP. 


SNAG THE CONTRABAND IN THIS YOUR DESTINATION AND THE THE FINAL PICKUP IS AT THE BOTTOM 


SMALL TOWN WHILE YOUR OPPO- CARTEL'S ARE RIGHT NEXT TO EACH OF THIS DANGEROUS CANYON. 
NENTS CRASH INTO EACH OTHER. OTHER. 


GRAB THE CARGO AND HEAD THE FINAL DESTINATION IS JUST TO 
TOWARD THIS ROCK. PLAIN. THE RIGHT OF THE PALM TREES. 
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SMUGGLER'S RUN : 


— ауа el 


MISSION SUMMARY 
SCORE $204,987 
TIME BONUS 540 

$308,287 


THE SIERRA CARTEL ARRIVES JUST Move FASTER TO EARN A BETTER 
AS YOU FINISH. RATING THAN “OK.” 


P4ISSION 17: 
P4ISCELLANEOUS BITS 


SMUGGLER'S MISSION 


This job is "humanitarian." Some BEST SCORE 
"connected" hombre has done in he $ 293,311 
kidney + wild living or something, 

Since he can't go to the hospital, he's 

brought in some quack to make a switch 

So go pick up the ‘donor’ kidneys, for 

him. 


io 10 11 12 13 14 15 16 17 


E MAP SHOWS PICKUP AND DROP-OFF BEGIN IN THIS SMALL TOWN. 


IT WAS ONLY A MATTER OF TIME Thi 


BEFORE “ORGAN SMUGGLER” BECAME LOCATIONS. 
PART OF YOUR JOB DESCRIPTION. 


U 
$^, 


FOLLOW THE GREEN ARROW THROUGH DRIVE PAST THE OPENING ON THE МАКЕ THE FIRST PICKUP NEAR THIS 
THIS CANYON. LEFT AND MOVE DOWN THE SLOPE. ABANDONED CAR. 


PRIMAGAMES.COM 


TT a 


CONTINUE DOWN THE SLOPE. BUILD UP SPEED TO ASCEND THIS FOLLOW THE RED ARROW, AND 
FOLLOW THE RED ARROW IF YOU STEEP SAND DUNE. THE COPS WILL DRIVE ALONG THE TRAIL TO THE LEFT 
GET LOST. CATCH YOU IF YOU SLIDE BACK. SIDE OF THE PEAK. 


THE BUMPY AREA AHEAD IS THE THE FIRST DROP-OFF IS ON A DRIVE OFF THE LEDGE AND FOLLOW 
TRICKIEST PART. DRIVE FAST TINY LEDGE PAST THE BUMPY THE GREEN ARROW TO THE NEXT 
ENOUGH TO CLEAR THE DUNES, BUT SAND DUNES. PICKUP. 


CONTROL THE VEHICLE SO YOU 
DON'T CRASH. 


QUICKLY PASS THROUGH THIS TOWN BUILD UP SPEED ALONG THIS SLOPE. THE SECOND DROP-OFF IS IN THIS 
TO COLLECT THE KIDNEYS. FAMILIAR ABANDONED FORT. 
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PASS THROUGH THE FORT AND HOP 
OVER THIS HILL TO FOLLOW THE 
GREEN ARROW. 


THE THIRD DROP-OFF IS AT THE 
BOTTOM OF THE ANCIENT TEMPLE 
STAIRS. 


P4ISSION 18: 


Some very dangerous people want to 
move some very dangerous stuff; so 
only they want to use real 

professionals. Reckon we'll make 

the grade. But first we have a race 

to win againxt those A20. 

tevolutionar y morons. Show them 

who's got the moves, baby! 


Tuis IS A DIFFICULT RACE 
AGAINST THE А20 GANG. IF 
YOU'RE BEHIND THE OTHER 
VEHICLES AFTER THE THIRD 
CHECKPOINT, YOU MIGHT AS 
WELL START OVER. 


RED oR DEAD 


BEST SCORE 


9 10 11 12 13 14 15 16 17 18 


SMUGGLER'S RUN 


THE LAST KIDNEY PICK-UP IS ON 
THE FLAT AREA NEAR THIS HIGH 
SAND DUNE. 


MISSION SUMMARY 
SCORE $295.024 
TIME BONUS 19 
FINAL SCORE 


$295,214 
GREAT 


TIMING IS TIGHT. Å FEW SECONDS 
LEFT ON THE CLOCK IS A BLESSING. 


PLAYER — 4Rally Car 


High speed, top handling, desert racet. High revving turbo 
with front wheel drive. Put the Euro in Hero Trash, 


Use THE RALLY CAR; ITS WEIGHT 
AND SPEED HELP WITH TIGHT TURNS. 


TIME is RUNNING OUT. FOLLOw 
THE RED ARROW TO THE FINAL 
DESTINATION. 


FOR THE RACE. 


YOU BEGIN BEHIND; BUILD UP TRY TO FORCE AT LEAST ONE THE SECOND CHECKPOINT IS RIGHT 


SPEED ON THIS STRAIGHTAWAY TO VEHICLE TO CRASH AS YOU BEFORE THIS BUMPY AREA. 
CATCH UP. CRUISE THROUGH THE FIRST 
CHECKPOINT. 


STAY IN THE MIDDLE OF THE ROAD THE THIRD CHECKPOINT IS AT THE DRIVE UP THE STAIRS, BUT STAY 


THAT GOES THROUGH THE BUMPY BASE OF THE WOODEN STAIRS. TOWARD THE MIDDLE SO YOU DON'T 
AREA, OR YOU LOSE YOUR POSITION. FALL OFF THE LEFT SIDE. 


THE FOURTH CHECKPOINT IS NEXT THE FINAL CHECKPOINT IS IN THE THIS CLOSE TO THE FINISH LINE, 
TO THIS BIG ROCK. MIDDLE OF TOWN. NOT EVEN A BUMP FROM BEHIND 
CAN STEAL YOUR VICTORY. 


NOISSIW S3 7509 SS 
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= PéIssION 19: 
MISSION SUMMARY i 


SCORE $75.000 
TIME BONUS 18 
FINAL SCORE $75.180 

G00D 


We got the job. This gig ix (eal hot 
stuff, radioactive or something. 
Gordon xuxpects a 

е money is too impressi 
еселе reports of border 


s ly ev 
THIS IS ONE OF THE TOUGHEST BA in top Ren ағытты сени: 
MISSIONS IN THE GAME. DON'T 
WORRY ABOUT YOUR RATING. JUST 
MAKE IT TO THE FINAL CHECKPOINT 40 11 12 13 14 45 16 17 18 19 
IN FIRST PLACE. 


4 


YOUR CONTRABAND IN THIS MIS- 
SION IS RADIOACTIVE WASTE. 
WATCH OUT FOR THE CIA, THEY 
WANT TO PREVENT YOU FROM 
SMUGGLING THIS DANGEROUS 
CARGO INTO THE UNITED STATES. 


THE MAP SHOWS ALL OF THE PICKUP 
AND DROP-OFF LOCATIONS. 


YOU BEGIN THE MISSION IN THIS FoLLOW THE GREEN ARROW PAST 
SMALL TOWN. LEAVE THROUGH THE THESE MOUNTAINS. 
FRONT GATES. 


THE CONTRABAND COMES IN DRIVE TO THE LEFT OF THIS PEAK. 
RADIOACTIVE CANISTERS. THoUGH BUMPY, IT'S THE FASTEST 
WAY TO THE DROP-OFF. 


DRIVE THROUGH THIS FENCE 
TOWARD THE CARGO. 


REACH THIS DROP-OFF BEFORE YOUR 
VEHICLE STALLS. 


FOLLOW THE GREEN ARROW UP THIS 
HILL TO THE NEXT PICKUP. 


TURN AROUND AFTER YOU MAKE 
THE PICKUP AND HEAD TOWARD THE 
WINDMILLS. 


DRIVE THROUGH THIS OPENING TO 
REACH THE SECOND DROP-OFF IN 
RECORD TIME. 


DRIVE THROUGH THIS FENCE AND 
PASS THE GIANT ROCK ON THE 


RIGHT SIDE. 


DRIVE THROUGH THE FENCE AT THE 
BORDER AND STAY OFF THE ROAD. 


DELIVER THE CARGO NEAR THIS 
HELICOPTER. 


THE SECOND RADIOACTIVE CANISTER 
IS NEAR THE OIL DRILLS. 


FOLLOW THE RED ARROW ACROSS 
THE ROAD. 


CLIMB THIS STEEP SLOPE TOWARD 
THE FINAL PICKUP. 


NOISSIW $383 1D95(Ws 
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MUGGLER'S RUN 


#993529 
$98,866 
213 


THE FINAL CANISTER IS STRAIGHT PICK UP THE CANISTER AND FOLLOW STAY TO THE LEFT OF THE TELE- 
AHEAD ON THE FLAT MESA. THIS DIRT ROAD. PHONE POLES SO THAT THE CIA 
VEHICLES CRASH INTO THEM. 


w. 8 Ə 23 
@ 596,593 
213 


TAKE THE MOUNTAIN PASS ON THE REACH TOP SPEED WHEN YOU DRIVE LAND AS CLOSE AS POSSIBLE TO 
RIGHT WHEN THE ROAD SPLITS. UP THIS RAMP—YOU MUST CLEAR A THE DROP-OFF 
DEEP CREVASSE ON THE OTHER SIDE. 


«32535 


© $93,951. You may THIS IS NOT 
SEVERELY A TOUGH 
DAMAGE OR MISSION, 
STALL YOUR BUT THERE'S 
VEHICLE. Limp NOT MUCH 
FORWARD LEEWAY FOR 
INTO THE RED MISTAKES. 
SMOKE TO 
FINISH. 


P4ISSION 20: 
VIVA La REVOLUTION 


THIS IS ANOTHER 
RACE WITH A 
RIVAL GANG TO 
MAKE FIVE DELIV- 
ERIES. THERE'S 
ENOUGH TIME ON 
THE CLOCK, BUT 
YOUR OPPONENTS 
ARE VERY FAST. 


13 14 15 16 17 18 19 20 
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THE MAP 
SHOWS THE 
LARGE REGION 
IN WHICH THIS 
MISSION TAKES 
PLACE. 


Өзә ЯШЕ 


BEGIN IN THIS SMALL TOWN. PuT ONCE OUT OF TOWN, HEAD 


A RIVAL GANG MEMBER ALMOST 
YOUR TEAMMATES IN TROPHY THROUGH THIS CANYON. ALWAYS BEATS YOU TO THE FIRST 
TRUCKS TO GET THE MOST HELP PICKUP. 
FROM THEM. 


SNAG THE CONTRABAND FROM THE SECOND PICKUP IS PAST THE DRIVE BACK DOWN THE HILL PAST 


YOUR OPPONENT, THEN MAKE THE BORDER FENCE. THE BORDER TO THE SECOND 
DELIVERY NEAR THESE OIL DRILLS. DROP-OFF. 


HERE'S THE SPOT FOR THE SECOND FOLLOW THE PATH UP THIS HILL TO TAKE THE CONTRABAND FROM YOUR 


DELIVERY. THE NEXT PICKUP. TEAMMATE IF HE BEATS YOU TO IT, 
THEN CROSS THE BORDER TO THE 
DROP-OFF. > 
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= TE rapp — 


BorH TEAMS' DELIVERY SITES ARE 
IN THE SAME OPEN PATCH OF SAND. 


CLIMB THE HILL PAST THE BORDER 
FOR THE LAST PICKUP. 


Зу 
2390. 088190 COMPLETE 


SLIDE INTO THE DELIVERY SITE 
TO FINISH. 


DRIVE PAST THIS CITY TO THE 
NEXT STASH. 


FOLLOW THE RED ARROW TO THE 


FINAL DESTINATION AT THE BOTTOM 


OF THIS HILL. 


P4ISSION 21: 


THE NEXT DROP-OFF IS NEAR THE 
PIPELINE. 


THE FINAL DROP-OFF IS NEXT TO 
THE SMALL BUILDING. 


SELLING YOUR SOUL 


5247.869 
454 
2250.109 


IF YOU WORK WELL WITH YOUR 
TEAMMATES, IT'S EASY TO FINISH 
witH A "GREAT" RATING AND 
TIME ON THE CLOCK. 


Selling Your S: 


Seems some "tour guide" wants to sell 
off a few artifacts. Straight out the 
Aztec temple. Не don't own the temple, 
xo he needs the likes of ux. Quite a 
few things to move, all of it priceless, 
90 help with the removal 


12 13 14 15 16 17 18 19 20 21) 


THIS IS ANOTHER RACE TO COLLECT 
A SET AMOUNT OF CONTRABAND 
BEFORE THE SIERRA CARTEL DOES. 
THE GOAL IS 18 DELIVERIES—WHICH 
LEAVES SOME ROOM FOR MISTAKES. 


PLAYER Trophy Truck 
MATE 4 Trophy Truck 
MATE2 Trophy Truck 
MATE3 Trophy Truck 
w 


ential axle V-8 with lots of suspension travel The i РА. : | (7173 


tace-proven technology may stick to your toothless grin. 


; a. ™ .. 
і i» ФО» pane AR QUIA ZN 
Blasting with high speed and good handling. Rex differ- 4 - R MORE GOODS FOUND Q $\ 
= а 
|. AS 


= - LII AAA 1 
YOU HAVE THREE TEAMMATES IN THE MAP SHOWS THE AREA AROUND THE CLOCK BEGINS AT 10 MIN- 

THIS MISSION. PUT THEM ALL IN THE ANCIENT TEMPLE WHERE YOU UTES—MORE THAN ENOUGH TIME TO 
TroPHY TRUCKS. FIND THE STASHES. COLLECT 18 ITEMS. 


= = = = 
THE MISSION BEGINS AT THE THE SiERRA CARTEL BEATS YOU LOAD UP AND HEAD BACK TO 


DROP-OFF LOCATION. BRING ALL TO THE STASH. FORTUNATELY, DELIVER. 
CONTRABAND HERE. UNLIKE THERE ARE FOUR ITEMS PER 

OTHER MISSIONS, THE DROP-OFF PICKUP LOCATION—ENOUGH TO 

REMAINS THE SAME THROUGHOUT. GO AROUND. 


1 
; 
; 
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THE KEY TO SUCCESS IS ТО SNAG THESE ARE THE BEST WORDS TO HEAD TOWARD THE GREEN SMOKE 
CONTRABAND FROM THE RIVAL APPEAR ONSCREEN IN THIS MISSION. FOR ANOTHER BATCH. 

GANG. EVERY ITEM YOU SNAG FROM 

A RIVAL CAR IS ONE LESS CHANCE 

FOR THE OTHER GANG'S SUCCESS. ЇЕ 

YOU MANAGE TO TAKE EVERY ITEM 

FROM YOUR RIVALS, YOU FINISH 

BEFORE THEY COLLECT EVEN HALF 

OF THE NECESSARY ITEMS. 


INO2'S3AWV5VWIUd 


ONE SET OF ITEMS IS ON THE 
TEMPLE STEPS. 


SMUGGLER'S RUN 


— 


BUMP RIVAL CARS AS THEY HEAD 
BACK TO THEIR DROP-OFF. YOURS IS 
CLOSE BY, SO THERE'S PROBABLY NO 
CHANCE FOR THEM TO RECOVER THE 
SNAGGED CONTRABAND. 


WAIT FOR YOUR TEAMMATES TO 
STEAL ITEMS FROM YOUR RIVALS. 
STEP IN ONLY IF THEY AREN'T 
SUCCESSFUL. 


EACH POT FROM THE TEMPLE IS 
мовтн $100,000. 


THE TEMPLE STEPS ARE ROUGH, BUT 
YOU MUST MAKE THE JOURNEY. 


As YOU GET CLOSER TO COM- 
PLETING ALL 18 DELIVERIES, THE 
SIERRA CARTEL CONCENTRATES 
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МОВЕ ОМ SNAGGING ITEMS 


FROM YOU. 


THIS IS YOUR LAST DELIVERY. 


7 7 мају HIGH SCORE 
тыг 


IT'S CHALLENGING TO GO FOR A 
NEW HIGH SCORE. YOU ONLY GET 
MONEY FOR THOSE ITEMS YOU PER- 
SONALLY DELIVER, SO TRY TO OUT- 
PACE YOUR TEAMMATES. 


= 


MISSION SUMMARY 
SCORE $692.266 


TIME BONUS an 
5694.575 


ONTINUE 


ME 


THIS SCORE REPRESENTS SEVEN 
DELIVERIES NOT MADE BY TEAM- 
MATES. TRY FOR 10 or 15. 


P4ISSION 22: 
Don't LISTEN Now 


=== == 


SMUGGLER'S MISSION 


Seems the army are keen to hear our 
little chats, baby. Listening posts 

have sprung up everywhere. Gordon 
wants them taken out. Anyway you Ehe, 
just take "em out, and fast, before 

they know what's going on. 


44 45 47 48 49 20 21 22 


THIS MISSION IS LIKE THE ONE IN 


WHICH YOU KNOCKED OVER RADAR 


TOWERS. YOU MUST DISABLE EIGHT 


LISTENING POSTS. 


THE FIRST LISTENING POST IS ON 
THE ROCKY GROUND. 


PASS THE BORDER AND KNOCK 


OVER THE POST NEAR THE FAR 
MOUNTAIN. 


THIS MAP SHOWS THE LOCATION OF 
THE LISTENING POSTS. THE ONLY 
WAY TO FINISH IN TIME IS TO KNOCK 
OVER ALL OF THE POSTS CLOSE TO 
EACH OTHER BEFORE YOU DRIVE TO 
THE NEXT SET. 


МАКЕ SURE YOU KNOCK OVER 
THE POST AND DRIVE THROUGH 
THE RED SMOKE. 


DRIVE PAST THIS BORDER STATION 
AND FOLLOW THE ROAD TOWARD 
THE WINDMILLS. 


DRIVE PAST THE WINDMILLS. 


FOLLOW THIS ROAD AROUND 
THE BEND. 


THE THIRD LISTENING POST IS NEXT 
TO THIS BIG ROCK. 


NOISSI $343 15 5nws 
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KNOCK OVER THE POST AND SPIN THE NEXT LISTENING POST IS FAR- CLIMB THIS STEEP SAND DUNE TO 
AROUND SO THAT YOU FACE AWAY THER AWAY. REACH THE POST. 
FROM THE MOUNTAIN. 


THE FIFTH LISTENING POST IS IN СО TOWARD THIS FORT FOR THE 
A DANGEROUS DITCH NEAR SIXTH LISTENING POST. 
SOME PIPES. 


AVOID THE POLICE CAR ABOUT TO THAT'S THE SEVENTH LISTENING POST. RAM THE SEVENTH POST AND MOVE 


DROP ONTO YOU, AND HEAD AWAY QUICKLY BEFORE THE POLICE 
TOWARD THE RED SMOKE. CLOSE IN. 
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MISSION SUMMARY 
$100.000 
10 
$100.100 


CONTINUE 
Б ЖЕЛМЕ 
X. взел оойғі272 УӘ 
SuccEss IS JUST А FEW FEET АМО THAT'S THE END OF EAVESDROPPING THIS IS AN EASY MISSION. THE 
ONE POST AWAY. IN THE DESERT. CHALLENGE IS TO FINISH FIRST WITH 


THE MOST TIME LEFT, SO PLAN YOUR 
ROUTE CAREFULLY. 


P4ISSION 23: 
GRAB AND GO 


The law are taking some highly BEST SCORE 
important evidence which could m 

get us in a lot of trouble. We 

need that раска 

going down. Take it off them, 

like candy off a baby, baby. 


"OPPONENT. РЇСКИРЁ 
Que 


414 15 16 17 18 19 20 21 22 23 


= —å — 22 
THIS IS ANOTHER MISSION IN WHICH THE DOTTED LINE SHOWS THE PATH THE MISSION BEGINS IN THE MIDDLE 
YOU MUST STEAL AN ITEM FROM A OF THE TARGET VEHICLE. THE CIRCLE OF THE ANCIENT TEMPLE. YOUR 
MOVING VEHICLE AND DELIVER IT TO MARKS THE DROP-OFF LOCATION. OPPONENT ALREADY HAS THE 


ANOTHER LOCATION. GOODS. 


NOISSIW S.33 1950s 


эш с = EE 
RIDE DOWN THE TEMPLE STAIRS. YOUR OPPONENT IS STILL TOO FAR FOLLOW YOUR OPPONENT ALONG THE 
AWAY TO CATCH. PATH OF THE EARLIER RACE. HEAD 


TOWARD THE TELEPHONE POLES. 
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SMUGGLER'S RUN 


Te - - = Ss 


DRIVE OVER THE BUMPY SAND SPEED UP THESE WOODEN STAIRS DESCEND INTO THIS CANYON TO 
DUNES. YOU’RE GETTING CLOSER. BUT AVOID THE LEFT SIDE. YOU PICK UP SPEED AND CLOSE IN. 


MIGHT SLIP OFF THE EDGE. 


SNAG THE CONTRABAND BEFORE FOLLOW THE RED ARROW TOWARD TIME IS TIGHT, BUT YOU CAN 
YOUR OPPONENT REACHES THE BLUE THE DELIVERY POINT. MAKE IT. 
FLARE SMOKE. 


MISSION SUMMARY 
SCORE 398.586 
TIME BONUS 


У, MISSION GOMPUENE 
шен 


LEED 

e 

AIM FOR THE PLANE AND DON'T THIS MISSION ONLY HAS ONE TIME IS SCARCE ON THIS MISSION, 

WORRY ABOUT CRASHING INTO IT. DELIVERY—A TOUGH ONE. AND YOUR PROFITS ARE HARD- 
EARNED. 
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Ріте<том 244: 
CHRISTMAS BONUS 


Christmas Bonus 


Things are getting a little unfriendly — BEST SCORE 
down here. Gordon wants you to бор 0 
off a little bit of un-named product, 


to Conchita, in her lair behind the 


temple, then get yourself to the air 
ip. Time we was going home 


1415 16 17 18 19 20 21 22 23 24) 


THIS IS A VERY DIFFICULT MISSION THE PICKUP AND DROP-OFF LOCA- HEAD OUT OF THE TEMPLE STARTING 
BECAUSE YOU DRIVE ALL OVER THE TIONS SPAN THE ENTIRE REGION. LOCATION AND DRIVE TOWARD THE 
DESERT AND THE COPS ARE PARTIC- BIG ROCKS AND YOUR FIRST PICKUP. 


ULARLY AGGRESSIVE—MAYBE 
BECAUSE IT'S THE LAST TIME THEY 
SEE YOU. 


BUILD UP SPEED TO DRIVE OVER THIS THE FIRST CONTRABAND ITEM IS DRIVE THROUGH THE RUINED FORT 
STEEP DUNE WITHOUT SLIPPING. ATOP THIS HILL. AND FOLLOW THE RED ARROW. 


T RE ci 


=$95,853 


DRIVE BEHIND THE CITY TO REACH RIDE THROUGH THE TUNNEL. THE TUNNEL CURVES SHARPLY 
THE NEARLY HIDDEN TUNNEL. STAY AT TOP SPEED—IT'S A LEFT NEAR THE END. SLIDE IN 
VERY STEEP PATH. THAT DIRECTION WHEN YOU 
REACH THAT POINT. Ч 
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TTHE END OF THE TUNNEL IS NOW THE FIRST DROP-OFF IS JUST OUT- FOLLOW THE GREEN ARROW AFTER 
IN SIGHT. SIDE THE TUNNEL. YOU COMPLETE THE FIRST DELIVERY. 


Go RIGHT WHEN YOU REACH TOWN. UNFORTUNATELY, YOU MUST GET 

SECOND PICKUP IN THE OASIS. WET TO MAKE THE SECOND PICKUP. 
THAT ONLY MAKES A DIFFERENCE IF 
THERE ARE VEHICLES IN PURSUIT. 


TAKE A RIDE THROUGH THE BUMPY Go LEFT AT THIS OPENING IN SLIDE INTO THE DROP-OFF SO THAT 
SAND DUNES. THE ROCKS. YOU FACE AWAY FROM THE TRUCK. 
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TAKE THE PLUNGE INTO THE HEAD TOWARD THE AREA BEHIND DRIVE STRAIGHT TOWARD THE TUN- 
CANYON. IT'S THE ONLY WAY TO THE TEMPLE FOR THE FINAL PICKUP. NEL ENTRANCE AND PICK UP THE 
FINISH IN TIME. YOU STALL ONLY IF CONTRABAND AS YOU ENTER. 

YOU LAND INCORRECTLY. DoN'r LOSE MOMENTUM OR LAW 


ENFORCEMENT VEHICLES CATCH YOU 
AT THE BOTTOM. 


THIS TUNNEL IS EVEN STEEPER THAN THE FINAL DROP-OFF IS JUST ON Now vou MUST MAKE IT TO THE 
THE LAST. THE OTHER SIDE OF THE TUNNEL. AIRPORT. FOLLOW THE RED ARROW 
THROUGH THE NEXT TUNNEL. 


alssioy someers 


(Zn 


Pick UP SPEED ON THE ROAD. THE FINAL DESTINATION IS NEXT TO COMPLETE THIS MISSION AND HEAD 
THIS PLANE AT THE AIRPORT. BACK NORTH TO A COOLER CLIMATE. 


INO2'S3AV5VWIHd 


SMUGGLER'S RUN : 


— 


"IEEE PASSION 25; 
MISSION SUMMARY, ; Home COMFORTS 


SCORE $191,842 


TIME BONUS E 


FINAL SCORE. $192.372 
GRADE GREAT 


SMUGGLER'S MISSION 


Home Comforts 


Good to be hom 
times. Only whi 


CONTINUE 
rs E 
1? Just like old BEST SCORE 
ather Christmas m у 
a four by four, delivering presents to 
all the boys who've been real bad. think 
the law remembers us none too fondly, xo 
ch out. And of course, these gifts 


THIS MISSION IS ESPECIALLY CHAL- AMT 
LENGING BECAUSE IT'S SO SPREAD 
OUT. TRY TO BEAT YOUR BEST 
SCORE AND MAINTAIN YOUR SPEED 
THROUGH THE TUNNELS. 


| 
| PLAYER 4 Massive Truch h 


6 17 18 19 20 21 22 23 24 25 
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THIS MISSION RETURNS YOU TO THE THE МА55імЕ TRUCK IS NOW AVAIL- 
U.S.-CANADIAN BORDER, BUT NOW IT'S ABLE. IT TAKES DAMAGE WELL, BUT IT'S 
WINTER—SNOW AND ICE EVERYWHERE. SLOW AND AWKWARD. THIS VEHICLE 


T 
(А, 


PRIMAGAMES.COM 


| PLAYER 4 Military Vehicle > 


THE MiLITARY VEHICLE IS THE BEST 
ALL-AROUND VEHICLE TO USE IN 
SMUGGLER'S RUN. ONCE IT 
BECOMES AVAILABLE WITH THIS MIS- 


SION, TRY SOME OF THE EARLIER 
MISSIONS WITH THIS VEHICLE. 


DESCEND TO THE ROAD FROM 
THE RAILROAD TRACKS ABOVE. 
THE GREEN FLARE SMOKE OF 
THE FIRST PICKUP IS VISIBLE 
AHEAD. 


THE MAP SHOWS THE PICKUP AND 
DROP-OFF LOCATIONS AROUND THE 
FROZEN LAKE. 


THIS IS YOUR FIRST ICE EXPERIENCE. 
DRIVE ONTO THE FROZEN RIVER TO 
MAKE THE FIRST PICKUP. 


HANDLES ICE BETTER THAN ANY OTHER. 


THE MISSION BEGINS ALONG THESE 
RAILROAD TRACKS. FOLLOW THE 
GREEN ARROW. 


4589009 ,0990 
a. 


FOLLOW THE RED ARROW INTO THE 
MOUNTAINS. 


SS 


©3808, 193 
@9 


ТАКЕ THE MOUNTAIN РАТН ТО РІСК ТНЕ FIRST DROP-OFF IS ON THE FLAT SPIN AROUND AFTER YOU MAKE THE 
UP SPEED. YOU NEED A FAST VEHI- PATCH OF SNOW STRAIGHT AHEAD. DELIVERY, THEN HEAD BACK DOWN 
CLE TO GET OVER SOME OF THE THE MOUNTAIN PASS. 

HILLS AHEAD. 


DRIVE THROUGH TOWN. HEAD UP THE HILL TO THE TRANS- DROP DOWN TO THE ROAD AND FOLLOW 


MISSION TOWERS FOR THE SECOND IT TOWARD THE SECOND DROP-OFF. 
PICKUP. 


MAKE THE SECOND DELIVERY AT DRIVE UP THE RIVERBANK TO THE CONTINUE ALONG THE RIVER. 
THIS RIVER BEND. TIME IS VERY DROP-OFF. SWERVE TO THROW OFF THE POLICE. 
TIGHT. 
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SMUGGLER'S RUN 


— 


THE FINAL PICKUP IS JUST OVER HERE'S THE FINAL CONTRABAND DRIVE UP THIS ROAD AND FOLLOW 


THIS RIVERBANK. ITEM. THE LAST DELIVERY IS THE THE RED ARROW. 
TOUGHEST. 


DRIVE ALONG THE SIDE OF THIS HILL, CROSS THIS ROAD, THEN HEAD UP МАКЕ UP FOR LOST TIME BY PICKING 
BUT DON'T SKID. THE LAW IS ON THE HILL. ==. UP SPEED ON THE RAILROAD TRACKS. 
YOUR TAIL UNTIL THE LAST SECOND. " 


SCORE $670.094 
TIME BONUS n 
FINAL SCORE. $670 404 

GREAT 


=> — =i E 
THE FINAL DROP-OFF IS IN AN THIS MISSION IS MORE DIFFICULT WHEN YOU GET USED TO THE SNOW 
OUT-OF-THE-WAY PLACE ON THE THAN ANY OF THE DESERT MISSIONS. AND ICE, SEE IF YOU CAN SHAVE 
SIDE OF A HILL. SEEING YOU RETURN HOME ENRAGES SOME SECONDS OFF YOUR BEST TIME. 


LAW ENFORCEMENT AGENCIES AND 
MOTIVATES THEM TO TRY HARDER. 


PÅTSSION 26: 


SANTAS LITTLE MINDERER 


THIS MISSION IS LIKE THE LAST, IN 
THAT THERE ARE THREE DELIVERIES 
IN THE SAME GENERAL AREA—BUT 
PICKUP AND DROP-OFF POINTS ARE 
MUCH TOUGHER TO REACH WITHIN 
THE TIME LIMIT. 


DRIVE THROUGH THE RAILROAD 
TRESTLE AND PICK UP SPEED ON 
THE TRACKS. 


CONTINUE ALONG THE TRACKS 
THROUGH THE TUNNEL UNDER THE 
MOUNTAIN. 


THE MAP SHOWS THE WIDE AREA 
OVER WHICH THE PICKUP AND DROP- 
OFF LOCATIONS ARE SPREAD. 


CLIMB THIS SMALL HILL TO PICK 
UP THE CONTRABAND BENEATH THE 
HELICOPTER. 


COMPLETE THE FIRST DELIVERY 
IN THIS CLEARING BEHIND THE 
MOUNTAIN. 


HEAD TOWARD EUBANKS 
MOUNTAIN FOR THE FIRST ITEM. 


FoLLOW THE RAILROAD TRACKS 
TOWARD THE MOUNTAIN. 


FoLLOW THIS SNOW-COVERED ROAD 
TO THE NEXT PICKUP. 


NOISSIWM $283 1S9NWS 
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CONNECT TO THE RAILROAD TRACKS DESCEND INTO THE VALLEY FOR THE CROSS THE RIVER THROUGH THE 


AND SNAG THE CONTRABAND JUST NEXT DELIVERY. COVERED BRIDGE. 
TO THE SIDE. 


—— € —— 2- 


STOP AT THIS CABIN FOR THE FOLLOW THE ASPHALT TO THE DRIVE ON THE RIVER AND FOLLOW 
SECOND DELIVERY. FINAL PICKUP. THE RED ARROW. 


Е1992,999 


Z“ | 


CAREFULLY DRIVE THROUGH THIS HEAD UP THE HILL TO THE FINAL SLIDE INTO THE RED SMOKE JUST 
GROUP OF TREES. DROP-OFF. BEFORE THE COPS ARRIVE. 
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PáissioN 27; 
ИЕН | ENJOYING THE CRAIC 


TIME BONUS 12 


FINAL SCORE $288,289 


GRADE GREAT. 


BEST SCORE 

5504457 PLAYER Military Vehicle 
MATE 4 Military Vehicle 
MATE2 — (Military Vehicle > 


ng vety intimate. 


YOU'VE BESTED THE COPS AND ff to grab, and time 
MADE A FEW BUCKS. HAVE A CUP jon 
OF HOT CHOCOLATE. Ån enthusiast (or strength andapeed AB wheel drive 


V-8 with four wheel independent suspension. Arm 
yourself with rolling revenge and storm with surplus power 


THE O'GRADYS ARE UP TO THEIR Pur YOUR TEAMMATES IN 
OLD TRICKS. COLLECT FIVE ITEMS MILITARY VEHICLES FOR ULTIMATE 
BEFORE THEY DO. TEAM PERFORMANCE. 


THE FIRST DROP-OFF IS JUST A LITTLE 


THE MAP SHOWS THE AREA IN 


WHICH YOUR TEAM AND THE COVERED ROAD. THE FIRST ITEM IS FARTHER AHEAD. ONE DOWN AND 
O’GRADYS WILL SEARCH FOR STRAIGHT AHEAD. FOUR TO GO. 
CONTRABAND. 


NOISSIW $253 1595nms 
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HURRY BEFORE THE O’GRADYS THE SECOND DROP-OFF IS ALSO = 

THE NEXT PICKUP. SNATCH THE CONTRABAND. AMID THESE BUMPY HILLS. @ 
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THE THIRD ITEM IS JUST OUT- RETURN THROUGH THE TUNNEL. THE THIRD DROP-OFF IS IN THE 
SIDE THE TUNNEL NEAR THIS CORNER OF THE MAP. 
MOUNTAIN PASS. 


DRIVE ALONG THE FLAT SIDE OF THE 
HILL TO MAINTAIN YOUR SPEED. LOCATIONS ARE DOWN AMONG 
THE ROCKS. 


ONE oF YOUR TEAMMATES GETS SLIDE INTO THE DROP-OFF FOR THE 
THE LAST ITEM. BUMP HIM TO BEAT WHEN THEY JOIN YOU AMONG FINAL DELIVERY. 
SNAG THE CONTRABAND AND THE ROCKS. 


TAKE THE ITEM TO THE FINAL 
DROP-OFF YOURSELF. 
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Рбте<<том 28: 
MISSION SUMMARY 
scone DE HUNTER GATHERER 


TIME BONUS 511 


FINAL SCORE $199,892 


SMUGGLER'S MISSION 


Hunter Gatherer 


Okay, Mistet Boogaloo, nothing too BEST SCORE 
strenuous this time. Just a couple 50 

of deliverie he for buddy of 

Gordon's named Hernandez, Only issue 


T SE ass 2 te сери. A lol et topi looking fa 
YOU MUST MOVE FASTER TO GET A procidit see sp Er 
BETTER RATING. 
419 20 21 22 23 24 25 26 27 28 
THE MAP SHOWS THE PICKUP AND 
DELIVERIES BUT THE COPS ARE DROP-OFF LOCATIONS BELOW THE 
TAF RELENTLESS IN THEIR ATTEMPTS LAKE. 


TO STOP YOU. 


THE MISSION BEGINS ON A HILL DRIVE DOWN THE MOUNTAIN AND WHEN YOU SEE THE GREEN SMOKE, 
WITH NO CONTRABAND IN SIGHT. FOLLOW THIS ROAD. DRIVE OFF THE ROAD AND UP THIS HILL. 
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SMUGGLER'S RUN : 


— 


THE FIRST DROP-OFF IS THROUGH WHEN YOU MAKE THE FIRST DELIV- FOLLOW THE RAILROAD TRACKS IN 


THE TREES STRAIGHT AHEAD. ERY, BOUNCE OFF THE TREES OR THE DIRECTION OF THE GREEN 
SLIDE TO AVOID THEM. THE COPS ARROW. 


ARE CLOSE, SO BE READY TO MOVE 
AWAY FROM THEM. 


THE NEXT ITEM IS IN THE RIVER FOLLOW THIS ROAD THROUGH THE FLY OFF THE HILL TOWARD THE 
BELOW THIS ROAD. HILLS IN THE DIRECTION OF THE RIVER. THE NEXT DROP-OFF IS 
RED ARROW. FAR AWAY. 


RIDE ALONG THE RIVER TO THE SECOND DELIVERY TAKES PLACE YOU MUST STILL EVADE THE COPS. 


MAINTAIN YOUR SPEED AND NEAR THESE HOUSES. FoLLOW THE RED ARROW ACROSS 
AVOID OBSTACLES. THIS BRIDGE. 


сеа 


THE FINAL DESTINATION IS FAR AIM FOR THE TREES JUST PAST THE RED FLARES ARE IN A CLEAR 
ACROSS THE RIVER. THIS HOUSE, BUT DON'T CRASH AREA, BUT YOU DON'T KNOW THAT 
INTO THEM. UNTIL YOU'RE RIGHT ON TOP OF THEM. 


Å WIDE SLIDE INTO THE AREA SHOULD 
TRIGGER THE MISSION'S END. 


P4ISSION 29: 
о De FRENCHIES F-RIED 


TIME BONUS 01 


FINAL SCORE $576.745 


шс. сз EBEN 


GREAT 


SMUGGLER'S MISSION — 


Í Frenchies Fried 


Seems while we were away, some BEST SCORE 
new boys moved in, Rebel French 5399493 
Canadians with a nasty line in 

politics. Seems they're try 


теи. | wat 
| | ACCELERATION Mrs ME 


MATE2 4 Military Vehicle ) 


to work round Wasserman Lake. 


Also seems like Gordon has a 
buyer for their stuff, «o go 


FORGET THE BONUS. FINISHING IS collect 
THE ONLY GOAL IN THIS TOUGH 


MISSION. 425 26 27 28 29 30 31 32 33 34 


IN THIS MISSION, YOU RACE Pur BOTH TEAMMATES ІМ MILITARY ` 
AGAINST THE QUEBECOIS GANG TO VEHICLES FOR BEST PERFORMANCE. 
MAKE FIVE DELIVERIES. 


NOISSIM $383 щщ єз 


THE OUTLINE ON THE MAP SHOWS THE MISSION BEGINS WITH 10 MIN- THE IN-GAME MAP SHOWS GANG 


THE AREA IN WHICH YOU MAKE THE UTES ON THE CLOCK. HEAD IN THE MEMBERS AND A NEARBY POLICE 
DELIVERIES. MANY OF THE PICKUP DIRECTION OF THE GREEN ARROW. CAR ON THE LAKE. 


AND DROP-OFF LOCATIONS ARE IN 
AND AROUND THE FROZEN LAKE. 


WO2'S3AV5VMWIud 
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SMUGGLER'S RUN : 


5 999,929 
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DRIVE ALONG THE ROAD UNTIL YOU SNAG THE CONTRABAND FROM A THE FIRST DROP-OFF IS NEAR THIS 


2 
* 


MAKE THE FIRST PICKUP NEAR THESE QueBECOIS GANG MEMBER IF CABIN ON A HILL. 
CABINS. NECESSARY, AND FOLLOW THE 
RED ARROW. 


MOVE AS FAST AS POSSIBLE TO THE NEXT ITEM IS STRAIGHT AHEAD. THE SECOND DROP-OFF IS ON THE 
THE NEXT PICKUP. THE MISSION IS HILL NEAR THIS ROAD. 
EASIER TO WIN AFTER AT LEAST 


TWO DELIVERIES. 


THE THIRD ITEM IS IN THE MID- 
DLE OF THE LAKE. GANG MEM- OFF THE LAKE NEAR THE BRIDGE. DELIVERY. 
BERS AND POLICE CARS DRIVE 

FROM ALL DIRECTIONS TO REACH 

THIS LOCATION. 
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THE FOURTH ITEM IS ON THIS ROAD. DRIVE BACK ONTO THE FROZEN LAKE FoLLOW THE GREEN ARROW TO THE 


FOR THE FOURTH DELIVERY. LAST CONTRABAND ITEM. 


THE LAST PICKUP LOCATION IS ALSO THE FINAL DESTINATION IS NEAR THE MISSION ENDS NEAR THIS 
ALONG A ROAD. THESE RAILROAD TRACKS. RAILROAD BRIDGE. 


Рбте<<том 30: 
MISSION SUMMAR IMMORAL PFPØINORITY 


SCORE $498.227 
TIME BONUS 523 
FINAL SCORE $501.457 
GRADE GREAT. 


NOISSIw S283 ID5nWs 


== карай ЕЗ GES - for him 
Highly illegal, and highly 


immoral, Just your hind of 


EARN A “GREAT” RATING IF YOU ich adel cim 
MAKE ALL OF THE DELIVERIES QUICKLY. 


21 22 23 24 25 26 27 28 29 30 


= сени EMT m cr 
THIS MISSION IS FULL OF BUMPY 
HILLS AND DANGEROUS COPS. DROP-OFF LOCATIONS. 
IGNORE THE POLICE AND CONCEN- 
TRATE ON THE TERRAIN—THERE'S $ 
LITTLE TIME FOR MISTAKES. 
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FOLLOW THE GREEN ARROW TO THE Pass THROUGH THE SMALL TOWN. DRIVE UP THIS STEEP HILL. 
FIRST CONTRABAND ITEM. 


THE FIRST PICKUP IS ON THE FLAT 
FIELD OVER THE HILL FROM THE 
SMALL TOWN. 


FoLLOW THE RED ARROW ALONG CROSS THE MIDDLE OF THE LAKE. Амор THE МЕАВВҮ TREE AS YOU 
THIS ROAD. SLIDE INTO THE FIRST DROP-OFF. 
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NEARBY HILL. 


EE 
DRIVE UP ON THE ROAD, AND CLIMB 
THIS HILL TO REACH THE SECOND 
DROP-OFF. 


THAT'S THE LAST BRIEFCASE FOR 
THIS MISSION. 


BUILD UP SPEED TO REACH THE 
CONTRABAND. 


THE FINAL PICKUP IS NEAR THIS 
ROAD. 


7; 


(19299,279 


DRIVE ALONG THE БІМЕН AGAIN 


TOWARD AN EVEN MORE REMOTE 
LOCATION. 


23 


HEAD ALONG THE RIVER TO MAKE 
THE SECOND DELIVERY. 


Drive OFF THE ROAD AND ACROSS 


THE RIVER TO REACH THE FINAL 
PICKUP. 


HEAD FOR THE HELICOPTER ON THE 


HILL TO FINISH. 


NOISSI S.33 опы 
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UGGLER'S RUN 


MISSION SUMMARY 
SCORE $635,167 
TIME BONUS 12 
FINAL SCORE 3645 297 


THE MISSION ENDS AS SOON AS TRY TO BEAT THIS TIME. IT'S TOUGH 


YOU PASS UNDER THE HELICOPTER TO LEAVE MORE THAN 10 SECONDS 
AND THROUGH THE RED FLARE ON THE CLOCK. 
SMOKE. 


P4ISSION 31: 
LIKE CANDY FROM A BABY 


BEST SCORE 


PLAYER 
MATE I 
MATE2 4 Military Vehicle ) 


Pur YOUR TEAMMATES IN MILITARY THIS MAP SHOWS THE AREA OF 


YOU RACE AGAINST A RIVAL GANG— VEHICLES FOR THE BEST CHANCE. COMPETITION. 
THE QUEBECOIS. THERE ARE FIVE 
DELIVERIES. 


THE IN-GAME MAP SHOWS THAT THERE'S THE FIRST ITEM. FoLLOW THIS ROAD TO THE FIRST 
BOTH GANGS BEGIN THE MISSION DROP-OFF. 

THE SAME DISTANCE FROM THE 

FIRST PICKUP LOCATION. 


MAKE THE FIRST DELIVERY UP FOLLOW THE GREEN ARROW BotH GANGS” DELIVERY LOCATIONS 
THIS HILL. THROUGH THIS TUNNEL. ARE NEAR THIS CURVE IN THE ROAD. 


28 PPO 


DRIVE THROUGH THE TREES TO THE DRIVE DOWN THIS HILL TO FOLLOW THESE RAILROAD TRACKS 
NEXT ITEM. SNAG THE CONTRABAND FROM AND THE RED ARROW. 
YOUR RIVAL. 


NOISSIW $383 Тегі 


ONE OF YOUR TEAMMATES MAKES 


HERE'S THE THIRD PAIR OF FLARES. 


THE NEXT DROP-OFF IS OVER THE 
HILL STRAIGHT AHEAD. THE FOURTH DELIVERY BECAUSE THE 
THIRD DROP-OFF IS FAR AWAY FROM 
THE FOURTH ONE. 


INO2'S3AV5VWiHd 


SMUGGLER'S RUN 


FOLLOW THE GREEN ARROW TO THE THE FINAL PICKUP IS NEAR SPEED DOWN THIS ROAD TO MAKE 
LAST ITEM. EuBANKS Моммтлім. THE FINAL DELIVERY. 
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MISSION SUMMARY 
SCORE $294,112 
TIME BONUS 22 
FINAL SCORE 3395.592 


GRADE ox | 


CONTINUE 


3 ІМ ON GOMPLATE 
(a SION COMPLETE 


THESE FLARES MARK THE END OF MAKE THE FINAL DELIVERY YOUR- MOVE FASTER TO EARN A 
YOUR RIVALRY WITH OTHER GANGS. SELF FOR THE HIGHEST SCORE AND “GREAT” RATING. 
THE MOST SATISFACTION. 


P4ISSION 52; 
Bic PÅISTAKE 


Big Mistake 


ix a big one, baby, big mone y, BEST SCORE 
ig trouble, and big everything Real ұр 

naughty, no questions asked. The law 

just knows something is going down, 

xo watch out 


423 24 25 26 27 28 29 30 31 32 


THIS MISSION IS THE ONLY RACE THE MAP SHOWS THE CHECKPOINTS FOLLOW THE GREEN ARROW TOWARD 
ACROSS SNOW-COVERED HILLS. FOR THE RACE. THE FIRST CHECKPOINT. 

SNOW AND ICE COMPLICATE VEHICLE 

CONTROL. 
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PASS THROUGH THIS CHECKPOINT 
ON THE RIVER. 


THE SECOND CHECKPOINT IS ALSO 
ON THE RIVER. 


THE FOURTH CHECKPOINT IS IN THE 


BUMPY HILLS BELOW THE ROAD. 


DRIVE ALONG THE ROAD TO THE 
SECOND CHECKPOINT. 


CLIMB THIS HILL BEHIND THE CABIN 


TO THE NEXT CHECKPOINT. 


THE LAST CHECKPOINT IS FAR 
ACROSS THE SNOW AND ICE. 


DRIVE OFF THE ROAD TOWARD THE 
RED FLARE SMOKE. 


THE THIRD CHECKPOINT IS ON THE 
ROAD AHEAD. 


THE RED FLARE SMOKE FOR THE 
FIFTH CHECKPOINT IS RIGHT NEXT TO 
THE WATER TANKS. 


NOISSI S233 ог 
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= MISSION SUMMARY 


SCORE $750.000 
TIME BONUS 52 
FINAL SCORE $750.520 

GREAT. 


CONTINUE 


= = == т шш = == 
You MUST BEAT THE OTHER DRIVERS A “GREAT” RATING IN THIS 
TO FINISH. MISSION IS NOT AS IMPORTANT 


AS FIRST PLACE. 


Páissiow 55; REPO FAN BLUES 


Hernandez has failed to pay hix 
billx. Gordon wants you to go 
and grab some of hix stuff - he 
thinks we'll be delivering it, 

but we ain't letting that no good 
fool fool us. Go grab his stuff 
and drop it somewhere he wort 
find it. 


1424 25 26 27 28 29 30 31 32 33 


THIS MISSION IS VERY DIFFICULT, THE MAP SHOWS THE PICKUP AND THE MISSION BEGINS NEAR THIS 


ESPECIALLY BECAUSE OF RELENT- DROP-OFF LOCATIONS SPREAD OUT ROAD. FOLLOW THE GREEN ARROW. 
LESS POLICE CARS AND THE AROUND THE LAKE AND MOUNTAIN. 


BUMPY TERRAIN. 


CROSS THE LAKE ON A DIRECT RIDE ALONG THE RAILROAD TRACKS CLIMB THIS HILL TO REACH THE 
LINE WITH THE GREEN ARROW. TOWARD THE FIRST PICKUP. CONTRABAND. 
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AvoID THE COPS AND GO THROUGH 
THIS MOUNTAIN PASS. TIMING IS 
TIGHT FOR THE DELIVERY OF THE 
FIRST ITEM. DRIVE FLAWLESSLY. 


SPEED PAST THESE BUSHES TO 
MAKE THE DELIVERY. 


THE SECOND PICKUP LOCATION IS 
BENEATH THE HELICOPTER. 


THE FIRST DROP-OFF IS IN THE 
DISTANCE. 


FOLLOW THE ROAD ALONG THE 
RIVER TOWARD THE SECOND ITEM. 


RIDE UP THIS STEEP HILL AND 
FOLLOW THE RED ARROW. 


CROSS THE RIVER AND PREPARE TO 
FLY TOWARD THE DELIVERY SITE. 


PiCK UP SPEED ALONG THE 
ROAD, BUT DON'T LOSE CONTROL 
ON THE TURNS. 


MAINTAIN YOUR SPEED AS YOU 
DRIVE ALONG THIS ROAD. 


NOISSIW $33759MS 
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SMUGGLER'S RUN 


DROP INTO THIS PASS TO MAKE THE FOLLOW THE RAILROAD TRACKS TO CROSS THE ROAD AND CLIMB 


SECOND DELIVERY. THE FINAL ITEM. THE HILL. 


Go OVER THIS HILL TO CLOSE IN ON PiCK UP THIS LAST ITEM, BUT DON'T DRIVE THROUGH THIS TUNNEL IN 


THE CONTRABAND. LET THE COPS CORNER YOU AGAINST THE DIRECTION OF THE RED ARROW. 
THE TRUCKS. 


OccasioNALLY CHECK THE IN- AVOID THE POLICE BLOCKADE BY PICK UP SPEED ALONG THE ROAD 


GAME MAP TO FIND PICKUP AND RIDING OFF THE ROAD ON THE AS YOU APPROACH THE FINAL 
DROP-OFF POINTS. IN THIS SNOW. DESTINATION. 


IMAGE, THE DROP-OFF IS NOT 
VISIBLE, SO YOUR ONLY CHOICE 
IS TO FOLLOW THE RED ARROW 
UNTIL THE DROP-OFF MARKER 
SHOWS UP ON THE MAP. 


uc 


54491397 


THE DROP-OFF POINT 15 VISIBLE You MAKE IT JUST IN TIME. THE VALUE OF THE CONTRABAND 

NEAR THE TURN STRAIGHT AHEAD. TAKES A DIVE BECAUSE OF ALL THE 
BANGING AROUND, BUT AT LEAST 
YOU COMPLETE THE MISSION. 


“¿u as | CHEATERS NEVER PROSPER 


TIME BONUS 10 


FINAL SCORE 5642.072 


GREAT 


ers Never Prosper 
Seems Hernan ах Wo! BEST SCORE 


undercover. Undercove $0 


everything. We need to hide 
our stuff and then hide 
yourself 


TIME LEFT ON THE CLOCK IS NOT AS 
IMPORTANT AS THE VALUE OF THE 


CONTRABAND. 1425 26 27 28 29 30 31 32 33 34 


THIS MISSION ENDS YOUR CAREER THE MAP SHOWS ALL OF THE PICKUP 
AS A SMUGGLER. IT ALSO DRAWS AND DROP-OFF LOCATIONS NEAR THE 
UPON ALL OF THE SKILLS YOU HAVE LAKE AND MOUNTAIN. 
DEVELOPED. TIGHT TIMING AND 

TREACHEROUS TERRAIN REQUIRE 

BETTER DRIVING THAN EVER. USE 

THE Massive TRUCK. 


NOISSIwW S.33 199NwWsS 


GRAB THE CONTRABAND, AND DRIVE THROUGH THIS GROUP OF ` 
FROM THE STARTING LOCATION. FOLLOW THE RED ARROW ALONG TREES AT TOP SPEED, BUT DON'T 
THIS ROAD. CRASH INTO ANY OF THEM. 


WO2'S3Wv5viulisud 


SMUGGLER'S RUN 


— a 


i 909,799 


= ES o сз — — 
THE FIRST DROP-OFF IS BENEATH FOLLOW THE TRAIL TOWARD THE CROSS THIS BRIDGE TO MAKE THE 
THE HELICOPTER. NEXT ITEM. SECOND PICKUP. 


CONTINUE ALONG THIS ROAD, BUT THIS IS THE TOP OF THE FROZEN LAND AT THE BOTTOM OF THE 


AVOID THE POLICE BLOCKADE. WATERFALL. FLY OFF THE EDGE TO WATERFALL TO MAKE THE SECOND 
REACH THE SECOND DROP-OFF. DELIVERY, THEN DRIVE UP THE BANK 
IN THE DIRECTION OF THE GREEN 
ARROW. 


DRIVE ALONG THE RIVER STRAIGHT DROP DOWN TO THE THIRD PICKUP. SPEED ACROSS THE ICE TO SNAG 
TOWARD THE NEXT PICKUP. THE CONTRABAND. 
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CONTINUE ALONG THE RIVER TO THE IN-GAME MAP SHOWS THE THE CONTRABAND IS IN THIS 
REACH THE THIRD DROP-OFF. LOCATION OF THE FINAL ITEM. " SECLUDED AREA. 


THE IN-GAME MAP SHOWS YOU THE FINAL DESTINATION IS THE TOP TURN LEFT AT THE TUNNEL AT THE 
CLOSING IN ON THE ITEM. OF THE DISTANT EUBANKS BASE OF THE MOUNTAIN TO FOLLOW 
Mountain. THE ROAD TO THE TOP. 


THE MOUNTAIN ROAD IS EVEN MORE BE VERY CAREFUL AT THIS HUMP IN REACH THE TOP OF THE MOUNTAIN 
DIFFICULT TO CLIMB IN THE SNOW. THE ROAD, OR YOU SLIDE OFF THE AND THIS FINAL DROP-OFF. 
EDGE OF THE MOUNTAIN. 
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BEAUTIFUL VIEW FROM THE TOP OF 
EUBANKS Mountain. 


SMUGGLER'S RUN : 


MISSION SUMMARY. 
SCORE $1,163,213 
TIME BONUS 05 
FINAL SCORE ` $1,163,863 
GRADE GREAT 


THIS IS THE END OF BOTH THE 


MISSION AND SMUGGLER'S RUN. 
YOU CAN ALWAYS REPEAT MIS- 
SIONS TO TRY TO BETTER YOUR 
SCORES. 


vanen yoursé thy as a 
real member of the Forgotten Few. 


THIS CONGRATULATORY SCREEN 
BRIEFLY APPEARS BEFORE THE 
CREDITS ROLL UP THE SCREEN. 


TURF WAR 


Turf War contains three types of games for two players, but you can play 
alone against computer-controlled gangs. These games test all your 
skills, from eluding other vehicles to maintaining top speed across 
all kinds of terrain. After you ve done Smugglers Run mis- 
sions, Turf War games are easy, but they still challenge 
you to beat time and delivery records. Here's 

a quick look at what they involve. 


CROOKS N' Vehicular free for 


all action, with 4 
JOYRIDIN' SMUGGLERS piece of loot and 
OPTIONS 4 drop off. Sounds 
easy, but can you 
LOOT GRAB get the goods and 
deliver them? 
either Crooks N° 
Smugglers, Loot Grab, 
or Checkpoint gam CHECKPOINT 
modes, in any of 
the 2 environments. 


MAKE THIS CHOICE FROM THE Crooks “М” SMUGGLERS HAS ONLY CRASH INTO OTHER VEHICLES TO 
MAIN MENU TO START A TURF ONE PIECE OF CONTRABAND TO STEAL THE CONTRABAND. 
WAR GAME. DELIVER AT A TIME. BUT EVERY- 


BODY'S GOING FOR THAT ITEM, SO 
IT'S A FREE-FOR-ALL. 


T NOISSIW S353 1IS5(ns 


CROOKS N' 2 gangx square off 
in the ultimate text 


SMUGGLERS of vehicular team 


combat. 4 stash of 


LOOT GRAB 


CHECKPOINT 


PAUSED RAGE 
RESUME GAME 
RESTARTAMISSION 


THE PAUSE SCREEN LISTS Loor GRAB IS ANOTHER TEST OF FOLLOW THE ARROWS TO PICKUPS 


DELIVERIES AND SCORES FOR CONTRABAND HANDLING. COLLECT AND DROP-OFFS. MAKE DELIVERIES 
ALL VEHICLES. USE IT TO AS MUCH LOOT FOR YOUR TEAM AS QUICKLY OR YOU FALL BEHIND. 
TRACK YOUR PROGRESS. YOU CAN GET YOUR HANDS ON. 
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SMUGGLER'S RUN 


= ~~, 


TURF WAR SUMMARY. 
DELIVERIES SCORE 
eg CROOKS N' A gang of vehicles 


SMUGGLERS Шы bed the ссе 
Se canas 
nee 


om. 


PAUSED LOOT GRAB 


RESUME GAME 


TM) CHECKPOINT 
QUIT. GAME 


STEALING CONTRABAND FROM THE PAUSE SCREEN GIVES DELIVER- CHECKPOINT RACE PITS YOU 

RIVALS IS JUST AS IMPORTANT AS IES AND SCORES. USE IT TO CHECK AGAINST TIME AND OTHER VEHICLES. 
PICKING UP ITEMS YOURSELF. Move ON RIVALS IF YOU LOSE SIGHT OF TURF WAR RACING IS LESS NERVE- 
FAST OR RIVALS WILL OUTPACE YOU. THEIR VEHICLES. WRACKING THAN SMUGGLER'S 


Mission RACING. 


TURF WAR SUMMARY 


ғ 


PAUSED 


RESUME GAME 


THE MAP SHOWS ALL CHECKPOINTS THERE ARE MORE VEHICLES IN THIS THE PAUSE SCREEN LISTS VEHICLE 
IN THE REGIONAL ENVIRONMENT RACE. OUTPACING MOST OF THEM STANDINGS. FIRST PLACE IS THE 
YOU CHOOSE. MAY TAKE SEVERAL CHECKPOINTS. ONLY ACCEPTABLE SPOT FOR YOU. 


ALL THE PREVIOUS IMAGES HAVE BEEN 
OF ONE-PLAYER TURF WAR GAMES. 
WHEN YOU PLAY AGAINST A FRIEND, 
THE SCREEN SPLITS INTO TWO 
WIDE VIEWS. FOCUS ON YOUR 
GOALS, BUT SNEAK AN OCCA- 
SIONAL PEEK АТ YOUR 
OPPONENT'S WINDOW. 


m 
Sr, 


PRIMAGAMES.COM 


J US AWAY” - GAMERS REPUBLIC 
қ 


ET LIKE по OTHER 
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E. 
CUTTING EDGE SOUNDTRACK FROM SOME OF THE WORLD'S LEADING 


TECHNO/DRUM AND sna шун sab sa - рот AND nere DERRICK MAY AND SURGEON 
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Race across tuo accurately modeled cities - Win the pink slips of opposing players! Play ina persistent word with 
Пеш York and London! Rise up through the ranks in the interactive traffic, pedestrians 
illicit world of the Midnight Club. and law enforcement. 
uU" SPM а РИШТИ OPT ARMIA 10 PATE MAMA з РИШТИ 
WWUW.ROCKSTARGAMES.COM/MIDNIGHTCLUB RELEASE DATE: PLAYSTATION Z LAUNCH 
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PlayStation.Ə 
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Play alone or with a friend 


4/53 


Master the techniques 
used by the pros! 


i) 
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The most beautiful pool 
halls in the world! 


9 modes of play, plus 3 
hidden pool games! 


"PlayStation" and mily logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is 
a trademark of the Digital Software Association. ©2000 Take 2 Interactive. Al rights reserved. Take 2 
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to win FREE games and guides. 
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Our goal is to preserve classic video game magazines 
they are not lost permanently. 


People interested in helping out in any « 
please visit us at www.retromags 
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